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3^teface* 



It may be proper for the Editor to 
state the reasons which have induced him to 
publish a translation of Damiano^ Rut-Lopez, 
and Salvio. 

The acknowledged excellence of these works 
has certainly operated as the principal induce* 
ment. The Editor has frequently and atten- 
tively played and examined all the games con- 
tained in those treatises^ and he is strongly 
impressed with the belief that they are calcu- 
lated to assist in a material degree unpractised 
players — ^to facilitate improvement in those 
who are already proficients — and, that they 
are indispensably necessary to those, who, fa- 
voured by genius and aptitude, are likely to 
attain the flattering distinction oi first-rate 
players. 

The numerous amateurs who have heard of 
these books, and those who have seen the 
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11 PREFACE. 

very few copies that are extant^ are equally 
anxious to possess them ; they have expressed 
their regret at the difficulty (if not imjiossibi^ 
Jity) of procuring them^ not only in Great 
Britain^ but even in any part of the Conti* 
nent. Some of the Editor's friends desired their 
Booksellers^ %} long ago as the year 1 804, to 
endeavour to obtain them at any price, but 
their attempts have failed of success. 

Under all these circumstances, the opinion 
that this translation will be favourably received 
appears not destitute of probability. 

It must be observed that the Editor has 
translated merely the Games, VariationSy and 
Notes which refer to any particular move or 
situation — all historical or extraneous matter 
he has totally disregarded ; being unwilling 
to swell the Work to an unreasonable bulk. 

In Damiano and Lopez, the historical por- 
tion is comparatively trifling : but in Salvio 
it is very considerable. 

A few extracts which are not unentertaining 
will be occasionally introduced. 

It is not improbable, that, to some ama- 
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PREFACE. Ill 

teurs^ the method of castling ^ VHaliennej which 
is adopted in some of these games, will appear 
an insurmountable obstacle. The observation , 
^^ Why should I study a game which I can 
^* never put into practice in this country ?" 
will naturally suggest itself ; nevertheless the 
Editor presumes to think that this objection, 
when duly considered, will prove to be ground- 
less. It might be easily demonstrated, that, 
situations similar to those in which latitude of 
castling is allowed could occur, even though 
such latitude were prohibited ; and in those 
cases the rules which are here given would, of 
course, prove of great utility : but supposing, 
for the sake of argument, that such situations 
could not occur, still it cannot be denied, that, 
the very skilful moves which are recommended 
must materially improve a player ; in the 
same manner that it is universally admitted, 
that, playing difficult ends of games or criti- 
cal situations conduces to improvement, even 
though such critical situations may never hap- 
pen, and probably never did happen. 

To this it may be added^ that^ in a great 
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proportion of the games contained in these 
three authors, the Italian method of castling 
is not adopted. 

The Editor is still of opinion that it is greats 
ly superior to the Calabrista method — moving 
the King two squares only ; and he thinks, 
that, many players will concur with him, af- 
ter perusing Salvio's treatise. 

DAMIANO. 

Damiaxo is the first who wrote a treatise 
intended to facilitate the study of the game of 
Chess*. 



* Jacofjpo Dacciesole, or Jacobus de Qesolis, a Domi- 
nican friar^ wrote on Chess before the year 1200 ; but 
his book does not contain any rules for playing. It is 
divided into twenty-four chapters : the first three give an 
account when and how the game was invented ; the fol* 
lowing five contain a description of the pieces ; the next 
eighty a description of the pawns; and the last eight, a 
description of their moves. 

It was originally written in Latin ; and translated into 
^rench hyJehan de Vignay, a monk : from this French 
version Ccuvton translated his edition^ which was printed 
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PREFACE. T 

The title of his work is, " Libro da impa-* 
rare Gibcare a Scachi in Lingua Spagnola 
& Taliana novamente Stampato." 
Mr. Twiss says, *^ This is a small duodeci- 
mo of 1 28 pages, without name, date, or 



in 1474. This was the first book printed in England 
with metal types. 

In the year 1266 there came to Florence a Saracen 
named Buzecca, a very great master of Chess- playing; 
and in the Palace del Papolo, before Count Giiido No- 
veUo, he played at one time on three Chess-boards, with 
the best masters of Chess in Florence, playing with two 
by memory, and with the third by sight; and two games 
he won, and the third he made a drawn game by a perpe- 
tual check, which circumstance was esteemed marvel- 
lous. 

(Eostracted from Chess; a truly entertaining 
work by Mr. Tloiss, published in 1787*) 

In the Exchequer Office, at Westminster, is preserved 
a book containing an account of the household expences 
of Henry VII, almost every page of which is signed by 
the King himself ; in one of them is this article, " For 
the King at Tables, Chess, &c. Xti s. till d." 

The names of the Chess-men in the reign of Henry 
VIII, according to a passage in a book printed in 1519, 
wereK3mges, Quyens, Alfyns, Knyghtis, Rokis, and 
Paunys. 

(" Chess," Vol. II, p. 38 and SQ.) 
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^^ place : in the title-page is a print from a 
'^ coarse engraving in woody representing a 
<^ priest and a monk playing at Chess. One 
'^ third of the book is in Italian, containing 
^^ some account and the rules of the game : 
^^ the remainder is a collection of curious ends 
^^ of games ' (in Spanish ftimoxt9)y with a 
** Chess-board in the middle of each page ; 
^^ the explanation at the top is in Italian, and 
^^ at the bottom in Spanish : but the figures on 
^* the boards are so badly engraven, that not 
*^ one of these games is intelligible. 

" This book is in the King's library ; and 
*^ in that of the Royal Society is likewise a 
" copy, which is the only book on the sub- 
** ject there preserved. I was favoured with 
*^ the sight of another edition, by the Cheva- 
^^ lier de Pinto, in the common print, also 
*^ without date or place, but otherwise exactly 
^* like the first, except that it ends thus — 
*^ Laus Deo. Finisse el libro da imparare gio- 
*^ care a Scachi & delle partite. Coposto 
" perDamiano Portughese. 

^^ LoLU mentions this edition, and says, it 
** was printed at Rome in 1524. 
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PREFACE. VU 

** Damiano^ among other opinions of the 
origin of Chess, says/* Altri dicano che fureno 
doi fratelli liquali se chiamareno Lidio & 
TirrenOy liquali afflitti con una grande fame 
per passare el tempo & non patire tanta 
fame & aAittione ordemarno questo gioco & 
COS! se passarno quello infortunio de modo 
che con qsto gioco passaveno il tempo & 
non mangiaveno se non tre volte in duoi 
giorni.'* 

Thus translated by James Rowbothum :— r 
Other some saye that they were two bre- 
thren : the one named Lidie, and the other 
Tirrhene, who, beinge afflicted with great 
hunger and famine, did invent this playe ; 
to the end, that in playingeof it, they might 
employe their spirites so vehemently that 
they might more easily passe the faminall 
affliction : and indeede they passed the 
tyme so well, that they made but three 
meales in twoodayes." 
The copy in the Editor's possession was 
printed at Venice in 1 564 ; and is entitled : 
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** Libro da imparare a giocar a Scachi, con beHisBiiiii paitit^ 

St. molte suttilit^. 
*' Revisto, et Corretto, coo samma diligeotiay da molti famo- 

" sissimi Giocatori. 
" In. liDgua Spagnola & Taliaoa, nnoTamente Stampato. 



*' Id Venetia — ^Appresso Steffano Zazzara.** 

M.D.LXIIII. 

It is divided into ten chapters : thejfrs/ con- 
tains the names of the pieces^ their situations, 
and some general rules ; the second is entided 
** Del primo modo di giocarey^ ihe frst me- 
thod of playing* ; that is, beginning with 
the King's pawn : the fAird chapter treats 
of the second method of playing ; i. c. be- 
ginning with the Queen's pawn : in the 
fourth is inserted the method of playing when 
the odds of the [iawn for the move are given : 
thef/^A contains games in which the pawn and 
movt^ are given : the s/xtA^ games in which 
the Knight is given for the pawn and move ; 
all these games appear to be entitled to unquali- 
fied approbation : the sex*enfA chapter contains 
games in which the Knight is given : in the 
eighth chapter are inserted the snbtle moves 
C' M////5W//7rVc»Ued, in *Wulgar" Spanish, 



PREFACE. IX 

primores ; they are sixteen in number : the 
ninth chapter contains his well-known ends of 
games ; these Damiano calls " Giochi de i 
part it i ;^^ they are in number sixty^eight : 
the tenth and last chapter contains the Ele^ 
ments of the Art of Playing without seeing the 
Board. 

Of these ten chapters the Editor has trans- 
lated only seven : he has not translated the frst 
chapter, from a belief that it contains nothing 
that is either instructive or entertaining. In 
speaking of the pawns y Damiano says, "El 
movimento della pedona i la prima volta an- 
dare tre case se vole ;'* but no doubt he in- 
cludes the square on which the pawn is origi- 
nally placed. 

The eighth and ninth chapters the Editor has 
omitted, from a conviction, that, all Damia- 
No's " subtle moves" and ends of games have 
already been published. They are to be found 
in the works of LoJIi y Dr. Ercole dal Rio\ 
treatise \ Cozioy and Stamma ; and in /es Stra^ 
taghmes des Echecs^ &c. 

The degree of skill which is conspicuous in 



X PREFACE. 

the g^reater number of these eftds of game% 
cannot be surpassed. 

It is rather sing^ilar that Mr. Twiss does not 
mention Damiano's directions {oxjilaying with^ 

out seeing the board^. In the copy which is in 

~ - - 111 — 

* The following players are recorded as having excelled 
in the oti of playing without seeing the board : 
Jiufsecca, a Saracen 3 
Dr, SqIvio ; 

Manf^}lino, of Florence ; 
Paolo Boif of Syracuse ; 
Zerone ; ^ 

AMmim ; > all Spaniards 

and 
PhUiiioi\ 
AVi/xfc*r, in his account of Tnrhy in 1749, says, 
Tho Irtlo FiUhn Sacrhieri of Tlinn was a remarkable 
insiMhoo of the strength of human tmderstanding, par- 
UouUrly thai faculty of the »<nil, we tenn mtmory\ 
llo could pUv at Chcfk^ with three diflferent persons at 
iho itanto lintc, cvcti without seeing any one of the 
I'hrwt-hoanl*. Uc rr^juircd no more than that his 
nuhiititnto (dunild tell hitii w^hat piece his antagonist 
had moved » ami >Mi<M^ftiiTi could direct what step was 
lo ho taken oit his »idc« holding at the same time con- 
vciiint)ot\ with the com|viny present. If any dispute 
iihuo {ihoni ihr pl;WO where any piece should be, he 




the Editor's possession, these directions occupy 
several very closely printed pages : they are 
entitled ** Dell arte del giocare alia mente." 

The greater part of Damiano's treatise was 
translated into English, and published in Lon- 
don in the year 1562 : it is entitled "The 
pleasauntand wittieplayeof the Cheasts renew- 
ed. Lately translated out of Italian intoFrench, 
and now set furth in Englishe, by James 
Rowbothum. Printed at London, I56S." 

This work is exceedingly scarce : the only 
copy that the Editor ever saw, is in the pos- 

" could tell every move that had been made not only 
" by himself, but by his antagonist from the beginning 
*' of the game ; and, in this manner, iucontcslably decide 
" the proper place of ihc piece. This uncommon dex- 
" terity at the game of Chess appears to me almost 
" the greatest instance that can be produced of s surpris- 
" ing memory." 

ferci sayi, " Father Sacchieri, Lecturer of Maihemz- 
" ticlcs in Pavia, played to perfection on Jour Chess- 
" boards at the same time." 

If these accounts be accurate, SacckierVa talents in that 
department were unquestionably superior to those of any 
oihiT Chess-player. 

b 



lUl PULFJCE. 

ifliiios of ibe Htm. G^ X TMckei^p daly jon of 
the hoiA Andlej. 

* The Hon. G. J. Tuctxet has a remarkably valiuble 
collection of Che8«-1)ook8 : he poMesses also a ¥try scarce 
and c4irious book coBtitming a de6i9*iption of a game to be 
flUytA on A hoard with s qugisi <9) • 

Jtii pruMcd in black letter^ aoil » cutided^ ^^ X^ OMWt 
aocient and learned playc^ calk^ the Philosopher's |;anie: 
invented for the honest recreation of students, and other 
soberpersons inpassing the tedious of tyme, to the release 
of their labours and the exercise of their Nvittcs. 9f 

vr. F." 

It begins thus : '< That mostn auncioqt jand learned 
Playt called the Philosopher's game, bein^ in greek 
jtrimed /u0fMpue;^is^ is as much as to jsaye in ^i^isbr 
the battcll of numb{:r«»'' &c. At the ei)d 19 : ^^fxfotr 
ed at London by Rowland Hall for Jauncs Eowbotfiuio» 
and are to be solde at his sboppc n\ Ckepesidc;^ und^ 
JBowc church. 15C3* 

'' All X\\w^ A)Alopgi^g to this g«me 
for renion you tiiaj h^t : 
at ihtt Ruuke Khop uaclcr Bachurch 
in Cbspstide rt dtlye.* 

(u) Thoro it another copy in Hit Mi\jc$ty*» library; but it waats 
th« (hie. 



LOPEZ. 

The^rsl edition of Bt/y-Lofitz was fwiotad 
in 1661 : it is in Spanish, and is entitled 
" Libro dela Invencion liberal y Arte del juegx> 
del Axedrei, por Ruy-Lopex de Sigura, clo- 
rigo, vezino dela villa Cafrs. Dirigida al 
muy illustreSeiior Don Garcixde Toledo, ay(* 
y mayordomo del serenissimo prfncipe dod 
Carlos nuestro Seiior." » 

It contains sixty-six games, of which twcm 
ty-four are from Damiano. The only copy 
that the Editor ever heard of (for he did nol 
see it) was in thclibrary of Count Bruhl. 

There is a copy of Ruy-Lopei' treatise in tlut 
British Museum : it is wholly in Italian, and ' 
was printed in 1334. 

The copy in the possession of the Editor i» I 
a French translation, published at Brussels, in 
1635 : it was given to him some years ago, by 
the Hon. G. J. Tuchet. 

Although Lopez has attempted to criticise 
Damiano, he appears to be inferior to him in 
point of skill : yet his games are, perhaps, more 
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instructive than Daboano's, because Lopez has 
inserted a much greater number (^Variations : 
and it must be acknowledged that some' of 
them are exceedingly well played. 
• His fiiTourite opening seems to be, the playing 
of the King's Bishop's Pawn two moves at the 
fourth mos^ of the game^ after both partiesi 
have played tbenr Kings Bishops to theif 
Queens* Bishops' fourth squares; and their 
Queens to their Adversaries Kings' Rooks^ 
fourth squares. This is a species of Gambit, 
and it is perhaps a mfer game than the cmmmm 
Gmnhit ; as the Gambit* $ Jiavm eiomot secupdy 
be supported. Greco has inserted several of 
these games, which are all extracted from 

L0P£Z. 

The copy which is in the British Museum 
contains many games, in which the odds of 
the pawn and move, Knight, &c. are given } 
but they do not materially difier iiom Damu 



PREFACE. XV 

SALVIO- 

Thk W0rk>. perhaps the bert that was enrer 
written on Chess, is entitled *^ II Puttino, al- 
*' tramente detto, il Cavaliero Erranta, dal 
*^ Salvio, sopra el gioco de Scacchi, Napoli, 
M 1604"^/' The first part of tiiis work contains 
an histofical account of the game, and nume^ 
fous anecdotes of eminent players ; particularly 
of Leonardo da Cutri. The second part con* 
tains many games, and ends of games. 
• LeoMordo excelled in the game of Chess at so 
early an age, that he was known by the ap« 
pellation of^Wi^//im/' the boy. He was 
at Rome in the year 1574, and Ruy^I^pez 
(who had gone to solicit the grant of a vacant 
ben^ce from Pope Gregory the 14th) played 
with Leonardo two successive days, anddefeat* 
ed him. 

. Leonardo^ greatly distressed, immediatdy left 
Rome, and went to Naples, where he closely 

* Mr* T\jA9s mentions another edition priiited at N^ 
pies, in 1634^ 
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applied himself for two years to the study of 
Chess. He then dt^fMd fer Cutri^ in Cala- 
iNrky bift iMtive plactf : and^ learfiing* thaf his 
.BrotW had been fak^ by G>rsaii)y he set out 
W random him. Lebuardo agreed with the 
Reisi dr Captaifi of the galley, that hia blether 
should ht liberated for two bwidred crownit 
The Reitwas aChess--pbyer^and Z<oir4ir«lblron 
his bfother 's ransoiHy and two hundited amruf . 
more. He afterwftfds went to .Genoa, Msir^ 
seillesy Baieeloifa, and Madrid ; and defealcsd 
all the ino$k oelebraMd players in those cities* 
At Midrid he nitt with his former vktorkm% 
oppoB^t Rm^LoJtez^ and played with him in 
tb« ^reseoce of Philip H. The result of 
Ifais Becand match wis very different from that 
df the frst .' Leonardo was the conqactor^ 
and received a tery valuable present frdm th« 
King. 

At Lisbon he defeated an exc^^t player, 
caUed il Morot and the King» after rewarding; 
him munificently t bestowed upon him the title 
of Klright ErtMU 

On his return to Italy, he met with the re- 
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nowmd Ekoh *Be^, wkd eoHtmahd m%^ kim 
three wcoesive Amj%% Paolo Boi pkjr^d Iht 

• • • • 

Ommbfty and LedaardotoA^ and supported Um 
GwaA}\^% pawn. The A^rt twd dayseach rAMr9<t 
/Ufi9/r won an equal iiBmherof g«mas c on the 
thirdy jPiiftMlb iei was oenqueiiad s but Sfdirio 
acknowledges that he was indisposed. 

It IS femarkafe(Je that these two celebrated 
jAa^reri perMnsd by poison. LeonarJh mu 
poisoned jp tSie pidace of Princ4 Bisignanoyin 
Calabria^ at th6 age of forty-six. Paolo Boi^ 
at the age of seventy^ was poisoiped ;p 169^ 
by his servant^ who knew^ him to be imry 
opulent. 

With very few exceptions, Sdlyjo's games 
are admirably played : all his Gambits have 
been imitated, and even copied, by every player 
who has written on Chess ; even by Greco and 
Philidor. 

* pQo\o Boi was a native of Syracuse in Sicily. He 
vras taken by an Algerine Corsair, and sold for a slave. 
His master discovered his great skill at Chess ; and having 
nvon considerably by his lessons and advice, he made him 
a present of a tliousand zechins, and gave him his liberty. 
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The gime so well known by the name <tf 
Sahh^t Gambit) is remarkable for the num<^ 
ber of its Variations ; all of which exhibit 
ippeat skill : but, nevertheless, it cartainly is not 
to instructive as the o^ambit in which the attack* 
ing player sacrifices his King's Knight. 

The Editor again expresses his belief^ 
that the works of these three eminent players 
will be found to be entitled to the approbation 
of Chess-players in general : and with this 
pleasing hope, he submits the translation to the 
Public. 

Queoi Street, Blooiiisbiiiy, 
April IS13. 
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FIRST GAME. 

1. 

/Fl K. P. two squares. 
B. The same. 

fV. K. Kt. to its B. third square. 

B. The same. % 

9. 

W. K. Kt. takes K. p. 
B, The same. 

» * • 

4. 

W. Q. to her K. second square. 
h. The same, (a) 

5. 
/r. Q. takes K. Kt. 
B. Q. P. one square. 

(a) If be should retire fab Kt., yon must playyour Kt. 1^ 
ills Q. B. tliird sqiiarey and you will capture bis Queen. 

B 



S DAMIANO. 

6. 

JV. Q. P, two squares. 
B. K. B. P. one square. 

7. 

tV. K. B. P. two squares. 
B. Q- P. takes K. Kt. 

8. 

TV. Q. P. takes Q- R 

B. Q. Kt. to Q. second square. 

9. 
IV. Q. Kt. to its B. third square. 
jB. K. B. p. takes the P. on its K. fourth square. 

10. 

tF. Q. Kt. to adversary's Q. fourth square. 
B. Q. to her third square. 

11. 

fV. K. B. P. takes the P. on the adversary's K. 

fourth square. 
B. Q. to. her B. third square, (b) 



(b) If be take your P. with his Kt» you must play your 
Q. B. to its K. B. fourth square, and he cannot avoid the loss 
of a piece ; and if he take it with his Q., you must exchange 
f^ueensy and then take bis Q. B. P. by ckxk, and you will 
win bis Q. R. 



DAMIANO* 
12. 

tV. K. B. to adversary's Q. Kt« fourth square. 
B. Q. to ber B« fourth square, (c) 

13. 
iV. Q. B. to Its K. third square, (d) 
B. Loses his Queen. 



VARIATION of this GAME, 

Beginning at tlie eleventh mace qfthe Black. 

U 
W. K. P. tvoQ 9quare9. 
B. The same. 

2. 
W. K. Kt. to its B. third'square. 
B. The samei 

3. 
W. K. Kt. takes K. P. :X 

B. The same. 

4. 
W« Q. to her K. second square^ 
B. The same^ 

W. Q. takes K. Kt. 
B. Q. P. one square. 



(c) He canoot take your K. B. without losing bis Queen. 
(dj You may likewise move your Q. Kt. P. two squares. 

B 2 
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6. 
W. Q. P. two iquarei. 
B. K. B. P. one ^qugre^ 

7. 
W. K. B. P. <ii?o squares. 
B. Q. P. (aite« K. Kt. 

8. 
W. Q. P. tofce* Q. P. 
B. Q. jEA. to Q. second square* 

9. 
W. Q. jET^ to ittf £. tAird «c/uare. 

B* K. B. P. tofce^ tA6 P. on tto K. fourth square. 

10. 

W. Q. Kt, to adversary's Q. fourth square. 

B. Q. to Aer tAird square. 

ll." 
W. JT. -B. P. tofcc* *Ae P. on tJie adversary's K. fourth 
square. 

B. Q. to her B. fourth square. 

W. Q. B. to its K. third square. 

B. Q. checks on her R. fourth square* 

13. 
JV. Q. B. interposes, (a^ 
B. Q. to her B. fourth square. 

(aj It would save time if the K. Kt. P. were moved 
two squares, instead of ioterposbg the Q. B. 
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14. 
fV. Q. Kt. P. two squares. 
B. Q. to her B. third square. 

15. 
fy. K. B. to adversary's Q. Kt. fourth square. 
B. Q. to her K. Kt. third square. 

16. 
fF. Q. takes Q. 
B. K. R. P. takes Q. 

17. 
fF. Q. Kt. takes Q. B. P., and checks. 

B. Loses Q. R. and the game. 
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6. 

JV. Q. P. two squares. 
B. K. B. P. one square. 

7. 

TV. K. B. P. two squares. 
B. Q. P. takes K. Kt. 

8. 

JV. Q. P. takes Q. P. 

B. Q. Kt. to Q. second square. 

9. 
W. Q. Kt. to its B. third square. 
B. K. B. P. takes the P. on its K. fourth square. 

10. 

fV. Q. Kt. to adversary's Q. fourth square. 
B. Q. to her third square. 

11. 

JV. K. B. P. takes the P. on the adversary's K, 

fourth square. 
B. Q. to. her B. third square, (b) 



(h) If he take your P. with his Kt, you muit play your 
Q. B. to its K. B. fourth square, and he cannot avoid the loss 
of a piece ; and if he take it with his Q., you must exchange 
Queeosy and then take his Q. B. P, by cfaixk, and you will 
win his Q. R* 
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12. 

tV. K. B. to adversary's Q. Kt* fourth square. 
B. Q. to ber B« fourth square, (c) 

13. 
iV. Q. B. to Its K. third square, (d) 
B. Loses his Queen. 



VARIATION of this GAME, 

Beginmng ni tlie eleventh mace qfthe Black. 

U 
W. K. P. tvoQ 9quare9. 
B. The same. 

2. 
W. K. Kt. to its B. third'square. 
B. The same^ 

3. 
W. jr. Kt. takes K. P. :x 

B. The same. 

4. 
W. Q. to her K. second square^ 
B. The same. 

W. Q. takes K. Kt. 
B. Q. P. one square. 



(c) He cannot take your K. B. without losing \m Queen. 
(dj You may likewise move your Q. Kt. P. two squares. 

B 2 
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THIRD GAME. 

I. 

IV. K. P. two squares. 
B. The same. 

S. 

JV. K. Kt. to its B. third square* 
B. K. B. P. one square. 

3. 
W. K. Kt. takes K. P. 
B. K. B. P. takes K. Kt. 

4. 
JV. Q. checks on the adversary's K. R. fourth 

square. 
B. K. Kt. P. one square. 

5. 
fV. Q. takes K. P., and checks^^ 
B. Q. to K. second square. 

6. 1^ 

JV. Q. takes K. R. 
B. Q. takes K. P., and checks. 

W. K. to his Q. square, &c. 
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VARIATION of this GAME, 

Beginmt^ at the fourth move of the Black. 

1. 

W. K. P. two squares. 
B« The same^ 

2. 
W. K. Kt. to iU B. third square. 
B. K. B. P. one square. 

3. 
W. K. JO. takes K. P. 
B. K. B. P. takes K. Kt. 

4. 
W. Q. checks on the adcersanf's K. R. fourth square. 
*B. K. to his second square. 

fV. Q. takes K. P., and checks^ 
B. K. to his B. second square. 

6. 
fF. K. & checks on its Q. R foarth square* 
B. K.^ to hi^ Kt. third square. 

7. 
^* Q* gives check on the adversary's K. B. 

fourth square. 
B. K. to his R. third square. 



% 
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8. 
W. Q. P. one square, checking by discovery. 
jB. K. Kt. P. two squares. 

9. 
IV. K. R. P. two squares. 
jB. Q. P. two squares. 

10. 
W. K. R. P. takes K. Kt. P., and checks 
with the Rook and with the Pawn, (a) 
B. K. to his Kt. second square. 

11. 
W. Q. checks on the adversary's K. fourth 

square. 
B. K. Kt. interposes. 

12. 

W. K. R. P. takes K. Kt. 
B. Q. takes K. R. P. 

13. 
W. Q. takes Q. 
B. K. takes Q. 

14, 

IV. K.B. takes Q. P., and White remains with 
seven Pawns again$t four. 



(a) If| instead of this move, yoowere to play your Q. to 
hb K. B. second square, he could not aY<Md being checkmated 
in three moves. 



-• « . 
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VARIATION of this last GAME, 

Beginning at the sixth mooe qf the Black. 

1. 
W. K. P. (loo squares. 
B. The same. 

2. ^ 

W. K. Kt. to its B. third square. 
B. K. B. P. one square. 

3. 
W. K. Kt. takes K. P. 
B. K. B. P. takes K. Kt. 

4. 
W. Q. checks on the adoersary's K. R, fourth square* 
B. K. to his second square. 

5. 
W. Q. takes K. P., and checks. 
B. K. to his B. second square. 

6. 
W. K. B. checks on the Q. B. fourth square. 

jB. Q. p. two squares. 

7. 
W^ K. B. takes Q. P., and checks. 
jB. K. to his Kt. third square. 

8. 
fF. K. R. P. two squares. 
B. K. R. P. one square. 
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fF. K.B.Ukc8Q. Kt.P. 

B. K. B. to its Q. third square, (a) 

10. 
fF. Q. to adversary's Q. R. fourth square. 
B. Must lose a piece. 

(0j He cannot take your Bishop without being checkmated. 
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FOURTH GAME, 

QUEEN'S GAMBIT. (*) 

1. 
IF. Q. P. two squares. 
B. The same. 

2. 
fV. Q. B. P. two squares. 
B. Q. P. takes it. 

3. 
fF. K. P. two squares. 
B. Q. Kt. P. two squares. 

4. 

W. Q. R. P. two squares, {b) 

B. Q. B. P. one square. 

5. 
W. Q. R. P. takes Q. Kt. P. 

B. Q. B. P. takes Q. R. P. 

(a) The circumstance of Damiano's teachiog the Queen's 
Gambit in the l6th century, is a proof that Stamma (who 
lived in the 18th century) did not invent it. Phiiidor seems 
to have adopted that erroneous opinion, as he calls it ** Le 
Gambit d'Alep ;*' becmue Stamma was a native of Aleppo. 

(b) If he take your Q. R. P. with hisQ. Kt. P., you must 
take his Q. P. with your K. B., and then move your Q. Kt to 
its B. third square, and your game will be much superior to 
hb. 



H DAMIANO. 

6. 

IV. Q. Kt. P. one square. 
B. Q. P. takes it. 

7. 
IV. K. B> takes Q. B. P., and checks. 
B. Q. B. interposes. 

8. 
W. Q. takes the P. on her Kt. third square. 
B. Q. B. takes K. B. 

9. 
JV. Q. takes Q. B., and checks. 
B. Q. interposes. 

10. 
/r. Q. takes Q. 
B. Q. Kt. takes Q., &c. 



FIFTH GAJO: 

Teackirs tie ies: Il^'tak -q^ f^dtrnm 
Kimgt B i ifa fi Pas a ssn -v 
lage fftki JhKK. 



B. K. P. tvD tqarrs. 
If. The sjice. 



B. K. Kt. to & dad 
ir. K.&F.t«xi 



B. K. Kt. takes K. P. 

/F. Q. gives cfaeck oa tbe idii-mi 's ^ 3L 
foDtth square. 

*. 
B. K. Kl p. ODe sqaan: 
IF. Q.bknK. P., mddxds. 
. i. 

^ B. Q. inteipoMs. 
B ffM}. takes K.R. 
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6. 
B. K. Kt. to adversary's K. Kt. third square^ 

checking by discovery. 
JV. K. B. interposes. 

7. 

B, K. Kt. tek«s K. K. 

fV. Q. to adversary's K. fourdi square, and 
Black cannot avoid losing his Kt. after 
an exchange of Queens has taken place. 



FIRST VARIATION of this GAME, 

Beginning at the third mace qfthe Btack. 

I. 
B. K. P. two squares. 

B. K. Kt. to B. tJurd square. 
W. K. B. P. two squares. 

3. 

B. K. R takes K. B. P. 
TV. Q. P. two squares. 



\ 
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S. K. Kt. takes K. P. 

fF. Q. checks on the adversary's K. R. fourth 

square. 

5. 
B. K. Kt. P. one square. 
fF, Q. checks on the adversary's K. fourth 

square. 

6. 

B. Q. to her K. second square. 

rV. Q. takes K. R. 

7. 
B. K. Kt. to adversary's K. Kt. third square, 

giving check by discov^y. . 

ff. K. fi. interposes. 

8. 

B. K. Kt. Ukes K. R. 

fF. Q. to adversary's K. fourth square, &c. &c. 



VARIATION of this last GAME, 

« 

Begi$imng at the seventh move qf the Blade, 

A* Mr* nop JIJtHntlt 

W. Theeame. 

C 
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B. K. Kt. to B. third square, 
W. K. B. P. two squares. 

3. 
B. K. P. takes K. B. P. 
W. Q. P. two squares. 

4. 
B. k. Kt. takes K. P. 
W. Q. checks on the adversary's K. R. fourth square. 

5. 
B. K. Kt. P. one square. 
W. Q. checks on the adversary* s K. fourth square. 

6. 
B. Q. to her K. second square. 
W. Q. takes K.R. 

7. 
jB. Q. checks on the adversary's K* R* fourth 

square. 
fF. K* to Q. square. 

8. 

B. K. Kt. to adversary's K. B. second square, 

giving check. 
fF. K. to his second square. 

9. 
B. K. Kt. takes K. R. 

fF. Q. to adversary's K. fourth square, giving 
check* 
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10. 

B^ K. B. to his K. second square. 

IT. Q. takes the P. at her K. B. fourth square; 
and you will win his Kt. whether the 
Black exchange Queens or not. 



ANOTHER VARIATION of the same 

GAME, 

Begimimgai the fourth move tfthe Black. 

B. K. P. two squares. 
W. Jhesame. 

B. K. Kt.toB. third square^ 
W. K. B. P. two squares. 

3. 
B. K. P. takes K. B. P. 
W. Q. P. two squares. 

B. K. Kt P. two squares. 
JV. K. P. one square. 

5. 
B. Q. to her K, second square. 
fV. The same. 



so DABflANO. 

6. 
B. K. Kt. to its Q. fourth square. 
fV. Q. B. P. two squares. 

7. 

B. Q. gives check at adversary's Q. Kt. fourth 

square. 
fr. K. to B. second square. 

8. 
B. K. Kt. to its K. second square, or its 

Q. Kt. third square. 
fV. Q. gives check at adversary's K. R. fourth 

square. 

9. 

B. K. to his Q. square. 

W. Q. takes K Kt. P., and afterwards tlie P. 
at her K. B. fourth square; and you have 
a much superior game to your adver- 
sary. 



VARIATION of this last GAME, 

Beginning at the seventh mcve of the Black. 

1. 
fi. K. P. two squares, 
W. The same. 



B. K.K:.F. 
W. MLF mm 

Bw Q. s ar i 
W. Tie 



EK,mm^ 




IT. Q, 1. ?. 



IF. K.Kr. 



& K, Ki. F. me 
IT. K.Ks.« 




. • ■ >. 
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II. 

B. K. B. takes K. P. 
* fV. K. Kt to adversary's K. B fourth square. 

12. 
3. Q. to her K. B. third square. 
fT, Q. B. takes K. P. at its K. B. fourth 
square. 

IS. 
f. Q. takes K.Kt. 
tr. Q. B, takes K. B. 

14. 
JB. K. R. to its Kt. square. (<i) 
IV. Q. B. to adversary's Q. third square, giving^ 
check by discovery. 

15. 
B* K. to his B. second square. 
fy. Q. to adversary's K. second square, giving 
check. 

16. 
B. K. to his Kt. third square. 
fV. Q. to her K. third square. 

17. 
B. Q. to her K. Kt fourth square. (£) 
fF. K. B. checks on his Q. third square. 

(a) CastUog is so obviously a better move, that we are war- 
ranted io supposiDg it was not cuatomaxy to castle whea 
Damiano published his treatise. . 

(b) He cannot take your Bishop without losing hb Queen. 
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18. 



S3 



B. K. to his R. fourth square, (c) 
fV. Q« B. to its K. B. fourth square. 

19. 
>B. Q. to her K. B. third square. 
JV. K. R. to its B* square. 

20. 

B. Black must be checkmated in a few moves. 
If he take your Q. Kt. P. with hisQ., 
your best move is your Q. B. to your 
adversary's K. fourth square. 



(e) He wouldloieUsQucenwcit lietopiaybisBiiif tohii 
Book's third square. 
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SIXTH GAME. 

Teaching the Method rf Playing when the Odd$ 
of Pawn and Move are given. 

1. 
IV. K. P. two squares. 
B. Q. P. one square. 

o 

IV. Q. P. two squares* 

B. K. Kt. to B. third square. 

f o. 

IV. Q. Kt. to B. third square. 
B. K. P. two squares. 

4. 
IV. Q. P. takes K. P. 
B. Q. P. takes Q. P. 

5. 
W. Q. takes Q., and checks. 
B. K. takes Q. 

6. 
/r. K. B. to Q. third square. 
B. Q. B. P. one square. 

7. 
/r. K. Kt. to K. second square. 
B. K. to Q. B. second square. 
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8, 
W. K. Kt. to its third square. 
B. Q. B. to its K. third scjuare. 

9. 
W. K. to his second square. 
B. Q. B. to adversary's K. Kt. fourth square^ 
and checks. 

10. 
W. K. B. P. one square, interposing. 
J3. Q. B. to K. third square. 

1 1 . 
W. K. R. P. one square. 
B^ Q. Kt. to Q. second square. 

18. 
W. Q. B. to K. third square. 
B. K. B. to adversary's Q. Kt. fourth square. 

13. 
W. Q. Kt. to Queen's square. 
jB. Q. B. p. one square. 

14. 
JV. Q. B. p. one square. 
JB. K. B. to its Q. R. fourth square. 

IS. 
fV. Q. Kt to K. B. second square. 
B. Q. B. P. one square. 

\6. 
IV. K. B. to Q. B- necond square. 
B. Q. Kt. P. two squares. 
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17. 
W. Q. R. P. one square. 
B. K. R. P. two squares. 

18. 
IV. K. R. P. one square. 
B. K. B. to Q. Kt. third square. 

19. 
IV. Q. Kt. to its K. R. third square. 
B. Q. B. takes the Q. Kt. 

SO. 
W. K. R. takes the Q. B. 

Da MI A NO leaves off at this move ; and ob« 
serves, that the White has decidedly the best of 
the game: this is true; but, nevertheless, it 
does not appear improbable that a superior 
player might draw the game. Upon the whole, 
thi^ game is well played, with the exception of 
the Black^s ninth move. The check with the 
Queen's Bishop is very exceptionable : instead 
of that move, the Black ought to play Q. Kt. to 
Q. second square. It appears, also, that White 
plays ill in moving K. R. P. one square (move 
11th). It were better to move it two squares, 
as, in that case, he would not he obliged to 
hse a move by playing it to its fourth square, 
which he is compelled to do at the eighteenth 
move. 
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SEVENTH GAME. 

Showing the Method of Playing when the 
Knight is given/or the King's Bishop's Pawn. 

1. 
jB. K. p. two squares. 
fr. K. P. one square. 

2. 
JB. Q. P. two squares. 
fV. The same, (a) 



(s) This is ao exceptkmable move ; is BhdL owy play 

3. 
B. Q. to adveiw]r*s K. B. fourth square, and checks. 
W. K. Kt. P. one square. 

4. 

B. Q. to adversary's K. fourth square. 
IT. K. Kt to B. third square. 

5. 
B. Q. B. to adversary's K. Kt. fourth square. 
W. K. B. to Kt. second square. 

6. 
B. K. P. takes Q. P. 
FK Cannot take it, and therefore has a bud game. 
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3. 

B. K. P. takes Q. P. 
fF. K. P. takes K. P. 

4. 
B. Q. gives check on the adversary's K. R. 

fourth square. 
fF. K. Kt P. one square. 

5. 
B. Q. gives check on the adversary's K. fourth 

square. 
fV. Q. interposes ; and forces an exchange of 

Queen sr 



VARIATION of this GAME, 

BegUming at the third tncve qf the Black. 

1. 

R. K. P. tH'o squares. 
W. K. P. one square. 

B. Q* P. Ht'u «9Naref . 

K. K« P« one square* 
"\ Q.a p. two squares. 
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4. 

B. Q. B, P. one square. 
fF. Q. B. P. takes Q. P. 

5. 

B. Q. B- P. takes Q, B. P. 
fV. Q. Kt. to its B. third square. 

6. 

B. K. B. to its Q. third square. 
fV. Q. Kt. takes the P. on the adveftary's Q. 
fourth square. 

7. 

B. Q. to adversary's K. R. fourth square, giv- 
ing check. 
fT. K. to his Q. second square. 

8. 

B. K. B. takes K. R. P. 
JV. Q. Kt. to adversary's Q. B. second square, 
giving check. 

9. 

B. K. to his Q. square, (a) 
W. Q. Kt. takes Q. R., &c. 



(•) It is almost needless to obsenre that he cannot tak% 
your Knight without losing his Queea 
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VARIATION of this last GAME, 

Begirming at the 9ixth move qftheBlack. 

1. 

B. £• P. tux) squares. 
W. K. P. one square. 

B. Q. P. two squares. 
W. 71^ fame. 

S. 

B. K. P. ofie«9ttore. 
W. Q. B. P. too fguoref . 

B. Q. JB. P. one squfire. 
W. Q- -B. P. toief Q. P. 

5. 

B. Q. B. P. laitef Q. B. P. 
W. Q. Kt. to its B. tfdrd square. 

6. 

B. K. Kt. to its B. third square^ or Q. B. to 

its K« third square. 
IV. K. B. to adversary's Q. Kt. fourth square, 

giving check. 
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7. 

B. Q. B. to its Q. second square. 

fT. Q. to her R. fourth square, and the Black 
must exchange Queens, to avoid losing 
his Queen's Pawn ; in which case the 
White has a decided advantage, (a) 



(aj If, when yoa give check with your Kiog's Bishop, he 
should, instead of playing hb Queen's Bishop to its Queen's 
second squaie, movehb King to hb second square, you should 
play 

7. 
W. Q. Kt. P. one square. 

8. 
B. Q. to her R. fourth square. 
W. Q. B. to its Q. second square. 

9. 
jB. Q. to her Kt.tfand square; andif, at the eighth move, he 
should not play his Queen to her Rook's fourth square, you 
should play your Queen's Bishop to its Rook's third square^ 
and then take hb King^s Bishop; in either case your game b 
much better than hb. 
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EIGHTH GAME. 

Exemplifying another Method of Playing when 
the Queen* s Knight is given for the King's 
Bishop's Pawn. 

1. 
B. K. P. two squares. 
JV. Q, P. one square. 

S. 
B. K. B. P. two squares. 
TV. K. P. two squares. 

3. 
B. K. B. P. takes K. P. 
IV. Q. gives check on the adversary's K« R. 
fourth square. 

4. 
B. K. Kt. P. one square. 
fV. Q. takes K. P., and checks. 

5. 
B. Q. to her K. second square. 
fV. Q. takes the P. at her K. fourth square, (a) 
and forces an exchange of Queens. 

(a J This is obviously a mistake, because White can take 
K. R. without incurrhig the least danger. 
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VARIATION of thU GAME, 

Beginning at the second move of the Black. 

K 

B. K. P. tfDO sqaaresm 
W. Q. P. one square. 

2. * 

B. Q. P. two squares. 

fV. K. Kt. to its B. third square. 

3. 
B. K. B. to its Q. third square, faj 
W. K. P. two squares. 

4. 
B. Q. B. P. one square. 
IV. Q. B. P. two squares. 

5. 
B. Q. P. one square. 
fF. Q. B. to adversary's K. Kt. fourth square. 

6. 
B. K. B. P. one square. 
JV. Q. B. to its K. R. fourth square. 



(a) If he push hb King's Pawn one square, you must take it 
with your Queen's Pawn ; and if he retake with his Queen's 
Pawn, exchange Queens, and then move your Knight to his 
King's Knight fourth square, and you will win a Pawn, 

D 
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7. 
J5. K. Kt. P. two squares. 
JV. Q. B. to its K. Kt. third square. 

8. 
J3. K. B. P. one square. 
JV. K. P. takes K. IJ. P. 

9- 
J5. Q. B. takes K. P. 

i^^. Q. Kt. to its Q. second square, and after- 
wards to its K. fourth square, and you 
have a very good game. 
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NINTH GAME. 

Teaching you how to play when you receive the 

Queen* s Knight. 

1. 

JB. K. P. two squares 

fV. The same. 

2. 

B. K. Kt. to its B. third square. 

IF. Q, Kt. to its B. third square. 

3. 
B. K. B. to its Q. B. fourth square. 
TV. The same. 

4. 
B. Q. B. P. one square. 
fT. K. B, to its Q. Kt. third square. 

5. 
B. Q. P. two squares. 
fV. Q. P, one square, (a) 

B. Q. P. takes K. P. 
JV. Q. P. takes Q. P. 



(a) This move is exceptionable, as the Black may gain a 
Pawn. 
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7. 
B. K. R. P. one square. 
fF. K. Kt. to its B. third square. 

8. 
B. Q. B. to adversary's K, Kt. fourth square. 
W. K. R. P. one square. 

9. 
B. Q. B. to its K. R. fourth square. 
fV. K. Kt. P. two squares. 

10. 
B. Q. B. to its K. Kt. third square^ (or b) 
TV. K. Kt. takes K. P. 

This game appears to be exceedingly ill 
played. 

10. 
(h) B. K. Kt. takes K. Kt. P. 
W. K. JL P. takes K. Kt. 

11. 
B. Q. B. takes K. R. P. 
W. K. R. to its Kt. square 

13. 
B. K. R« P. one square. 
W. K. B. takes K. B. P., and checks. 

IS. 
B. K. takes K. B. 
W. K. Kt. takes K. P., and checks. 

14. 
Jf.^K. to his own square. 
W. K. JKt. takes Q. B., and White wins easOf. 
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FIRST GAME. 

1. 

TV. K. P. two squares. 

B. The same. . . 

2. 
7V. Q. B. P. one square. 
jB« K. Kt. to its B. third square. 

3. 
fF. Q, to her B. second square. 
B. K. B. to its Q. B. fourth square. 

4. 
7V. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square, (a) 

5. 
fr. K. B. to adversary's Q. Kt. fourth square. 
B. Q. P. one square. 

6. 
W. Q. P. two squares. 
B. K. P. takes the Q. P. 

(a) It woald, perhaps, be better to moTe his Queen to her 
King's second square. 
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7. 
W. Q. B. P. takes the K. P. 
B. K. B. to adversary's Q. Kt. fourth square^ 
giving check. 

8. 
TV. Q. Kt. to its B. third square. 
B. Q. B. to its Q. second square. 

9. 
TV. K. castles^ and your game is very good. 
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SECOND GAME. 

W. K. P. two squares. 
B. The same. 

fi. 
IV. Q. B. P. one square. 
B. K. Kt. to its B. third square. 

3. 
IV. Q. to her B. second square. 
jB. K. B. to its Q. B. fourth square. 

4. 
W. K. B. P. two squares. 
B. K. Kt. to adversary's K. Kt. fourth square. 

5. 
JV. K. Kt. to its B. third square. 
B. K. Kt. to adversary's K. B. second 
square, (a) 

(a) If he should give you check by moving his King's Bishop to 
your King's Bishop's second square, you must move your King 
to hb secoiid square ; and, if he do not retire his Bishop, you 
must move your King's Rook's Pawn one square, and you will 
win a piece. If be retire his Bishop, you should take bis 
King't Pawn witli your Ring's Bishop's Pawn, and you will 
have by much the best of the game. 
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6. 
JV. Q. P. two squares. 
B. K. P. takes Q. P. (b) 

7. 
TV. Q. takes K. Kt. 
B. Must lose the game. 



FIRST VARIATION of this GAME, 

Beginning at the fourth moteqf the Black. 

W. K* P. two squares. 
B. The same. 

2. 
W. Q. B. P. one square. 
B. K. Kt. to its B. third square. 

3. 
W. Q. to her B. second square. 
B. K. B. to its Q. B. fourth square. 



. (b) If he take your King's Rook with his Knight, yon 
must take his King's Bishop with your Queen's Pawn, and the 
game will be decidedly in your favor, from the certainty of 
your being able to win his King's Knight ; thus gaining two 
pieces for your Rook, 
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4. 



W. K. B. P. tioo squares. 

B. K. P. takes K. B. P. 

S. 

JV. Q. p. two squares. 

B. K. B. to its Q. Kt. third square. 

6. 

W. Q. B. takes the P. on its K. B. fourth square, 
and the White has a much better game 
than his adversary. 



SECOND VARIATION of this GAME, 

Beginning at the fourth move of the Black. 

1. 

W. K. P. two squares. 
B. The same. 

2. 

W. Q. B. P. one square, 

B. K. Kt. to its B. third square. 

3. 

W. Q. to herB. second square. 

B. K. B. to Us Q. B. fourth square. 
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4. 
W. K. B. p. two squares. 

B. K. B. takes K. Kt. 

5. 

W. K. R. takes K. B. (a) 
B. K. P. takes K. B. P. 

6. 

JV. Q. P. one square. 

B. K. Kt. to its R. fourth square. 

7. 

W. Q. to her K. B. second square. 

B. Q. to her K. B. third square. < - 

8. 

JV. K. B. to its K. second square. 
B. K. Kt. P. one square. 

9-, 
W. K. B. takes K. Kt. 
B. K. Kt. P. takes K. B. 

10. 

W. Q. B. takes the P. on its K. B. fourth 
square, &c. 



(a) It would be bad play to take his Kiog's Pawn with 
your King's Bisliop's Pawn, ai be would take your Kiog't 
Rook's Pawn with hu King's Bishop. 
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VARIATION of this last GAME, 

Beginning at the seventh move of the Black. 

1. 
W, K. P. tvoo squares. 

B. The same. 

2. 

W. Q. B. P, one square. 

B. K. Kt. toiisB, third square. 

3. 

\V, Q. to her B. second square. 

B. K. B. to its Q. B. fourth square. 

4. 

W. K. B. P. two squares. 
B. K. B. takes K. Kt. 

5. 

W. K. R. takes K. B. 
B. K. P. takes K. B. P. 

6. 

W. Q. P. one square. 

B. K. Kt. to its R. fourth square. 

7. 
W. Q. toher K. B. second square. 
B. K. Kf« P. two squares. 
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8. 
JV. K. B. to its K. second square- 
jB. K. Kt. to Its second square, (or, d) 

9. 
JV. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 



{d) B. K. Kt. to its B. third square. 

9. 
W, K. Kt. P. one sqqare. 
JB. K. P. takes K. Kt. P. 

10. 
W. K. R. P. takes the P. on its K. Kt. third square. 
£. K. R. P. one square* (or» e) 

II. 
W, K. R. to its B. square, &c. 



(f) B. K. Kt. to its square. 

II. 
W. K. R. to its B. square. 
B. K. Kt. to its R. third square. 

12. 
IF. Q. to her K. R. second square. 
B, K. Kt. to its square. 

13. 
W. Q. to adversary's K. R. fourth square. 
B. Must lose the game. 



10. 
rr. Q. takes K. P. 
B. K. R. P. one squ^e. 

fF. K. R. P, two squares. 

B. K. B. P. one square, (or,/) 

■ ■ i ■ ' .»■ 

(/) J9. K. Kt. to its K. third square. 

12. 
W. K. R. P. takes K. Kt. P. 
B. K. R. to its K. Kt. square. 

IS. 
W. Q. to her K. R. second square. 
B. K. R. P. takes the P. on its K. Kt. fourth square. 

14. 
W, K. B. to its K. Kt. fourth square. 
j9. Q. to her K. second square. 

JV. Q.to adver8ary*s K. R. second square. 
B. K. R. to its K. Kt. second square. 

l6. 
W. Q. to* adversary'^ K. R. third square. 
B, K. R. to its K. Kt. third square. 

17. 
W. Q. to adversary's K. R. square, and checks. 
B. Q. to her K. B. square. 

16. 
W. Q. takesQ. 
B. K.Kt. takes Q. * 

W. K. B. to adversary's K. B. fourth square, &€. 
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12. 

fK K. P. one square. 

jB. K. Kt. to its K. thM square. 

13. 

fT. K. B. to adversary's K. R. fourth square^ 
giving check ; and the game is decidedly 
in your favor. 

At the twelfth move of this Variation, if 
instead of playing his Knight to its King's third 
square, he should play it to its Bishop's fourth 
square, you must play as follows : 



13. 

fV. Q. to her K. Kt. fourth square. 
B. K. Kt. Ukcs K. R. P. 

14. 

ff^' Q- gives check on the adversary's K. R. 

fourth square. 
JB. K. to his B. square, 

15. 

H^. Q. B. takes K. Kt. P. 
B. K. B. P. takes Q. B. 



LOPEZ. 4$ 

16. 
fT. K. R. checks at its K. B. square. 
B. K. plays any where. 

17. 
fT. Q. to adversary'^ K. B, second square, 
and checkmates. 



£ 
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TfflRD GAME. 

1. 

W. K. P. two squares. 
jB. The same. 

S. 
W. K. B. to its Q. B. fourth square. 
jB. The same. 

3. 
/T*. Q. B. P. one square. 
JB. K. Kt. to its B. third square. 

4. 
W. Q- P. two squares. 
B. K. P. takes Q. P. 

s. 

W. Q. B. P. takes K. P. (a) 
B. K. B. to the adversary's Q. Kt. fourth 
square, and checks, {bi) 

(m) It would certainly be better to push the King's Pawn 
one square. 

(h) If instead of this move he should retire his King's Bishop 
to its Queen's Knight third square* you should move your 
King's Pawn one square, and your game would be better than 
his. 
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W. Q. B. to its Q. second square. 
B. K. B. takes <t B. 

7- 
Jf: Q. Kt. takes K. B., kc. (t) 



VARIATION of this GAME, 

Be^mung at the J{fth move qf the 

W. K. P. two squares^ 
B. TTie ^ame. 

\t • £L» B* to tts if* o« Jourih i^uttttm 

B. Tbewme. 

S. 
W. Q. B. P. one jgoore. . 
B. JiT. Kt. to Us JB. third sgnare. 

4. 
W. Q. P. too jquoret • 

B, jr. P. tolcef Q. P. 

^c^ It M rafber mrprisiiig that Lopbx should have gi^pea 
this game as aa example of a good opemog for the White, 
trhea he afterwards inserts it among those in which he pro- 
fesses to teach the player who has not tlie move to drfend him* 
self properly^ iTbere can be ao doubt, however, of its being 
<in the situation he leaves it) by fiar in ikfor of the Black, aa 
thenMyfe(he Umself directs) of the Qoeen'sPawn twosqnares 
disunites the White's central Pawns» and leaves his Queen's 
Pawn isolated. [Vide page 5S.] 

£ 9 



53 LOPEZ. 

5. 
fF. K. P. one square. 
B. K. Kt. to adversary's K* fourth square, (rf) 

JV, K. B. to adversary's Q. fourth square, (c) 
B. K, B. P. two squares. (J) 

7. 
rv. K- B. takes K. Kt- 
B. K. B. P. takes K. B. 

8. 
fV. Q. P. takes K. P., and you have a good 
game. 

(d) If he should move his Queen to her King's second 
square, you should take the King's Pawn with your Queen's 
Bishop's Pawn. 

(e) It would be better to take the King*s Bishop's Pawn 
with your King's Bisliop. 

Cf) If he should take your King's Bishop's Pawp with bii 
King's Knight, yuumust take his Knight with your King, 
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FOURTH GAME. 

1. 

W. K. P. two squares. 
jB. The same. 

^. 
IV. K. B. to its Q. B. fourth square. 
B. The same. 

3. 
W. Q. B. P. one square. 
B, K. Kt. to its B. third square. 

4. 
W. Q. P. two squares. 
B, K. B. to its Q. Kt. third square. 

5, 

JV. Q. P. takes K. P. 
B. K. Kt. takes K. P. 

6. 
W. K. B. takes K. B. P., and checks. 
B, K. takes K. B. (a) 



■fc ^ >i. fc ! *■ ■ ■ ■< 



(a) Ify instead of taking your King's Bishop, he should move 
bb King to his Bishop's square, you mast Biove your Queen t# 
her King's Bishop's third square. 
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7. 
W. Q. to adversary's Q. fourth sqaaic^ 9xA 

checks. 
B. K. to his square. 

8, 
W. Q. take» K. Kt., &c. 



VARIATION of this GAME, 

Beginning at the sixth move qf the J[/acf • 



W. K. P. two squares^ 
B. The same. 

W. K. B. to its Q. B. fourth square. 
B. The same. 

W. Q» B. P. one square, 

B. K. Kt. to its B. third squave, 

W. Q. P. ffco squares. 

B. K. B. to iU Q. Kt. tfdrd sqttare. 

W. Q.P. takes K. P. 
B. K. Kt. takes K. P. 
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W. K. B. takes K. B. P., and checks. 
B. K. to his second square. 

7. 
fV, Q. to adversary's Q. fourth square. 
jB. K. B. takes K. B. P., and checks* 

8. 
TV. K. to his second square. 
jB. K. B. takes K. Kt. 

9. 
W. K. R. takes K. B. 

jB. Q. or K. R. to its B. square. 

10. 

IV. K. R. to its B. square, and you have a very 

good game. 



mm 



VARIATION of this last GAME, 

Beginning at the eighth move qf the Black. 

I. 

W. K. P. two squares, 
R. The same. 



2. 
W. K.B.toiis Q. B. fourth square. 
B. The Mime. 



66 LOPEZ. 

a. 

W. Q. B. P. one square. 

B. K. Kt. to iU B. third $quaare. 

4. 
W. Q. P. two squares. 
B. JiT. JB* to its Q. iTt. ^Au'd square. 

5. 
W. Q. P. toAc^ K. P. 
B* iC. £f. takes K. P. 

6. 
W. X. B. takes K. B. P., and checks. 
B. K. to his second square. 

7. 
W. Q. io adversary's Q. fourth square. 

B. K. B. takes K. B. P.y and checks.. 

8. 
W. K. to his second square. 

B. Q. to her K. B. square, 

9. 
IV. k. B. to adversary's K. R» fourth square. 
B. K. B. takes K. Kt. 

10. 

W. Q. takes K. Kt. 

jB. Q. to adversary's K. B^ second square, 

and checks. 

11. 
JV. K. to his Q. square. 

B. K, R. P. one square. 
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12. 
W. Q. to adversary's K. Kt. third square. 
jB. K. R. to its Kt. square. 

13. 
W. Q. Kt. to its Q. second square. j 

B. Q. Kt. to its B. third square. 

14. 

JV. Q. Kt. to its K. fourth square. 

B. Q. Kt. takes K. P. 

15. 
W. Q. B. checks on the adversary's K. Kt. 

fourth square. 

B. K. R- P. takes Q. B. 

16. 

JV. Q. takes K. R. P., and checks. 

B. Must lose his Queen. 



58 LOPEZ. 



FIFTH GAME. 

Teaching the Player who has not the Move, to 

defend himself properly. 

!• 
IV. K. P. two squares. 
B. The same. 

2. 

IV. K. B. to its Q. B. fourth square. 
B The same. 

3. 
IV. Q. B. P. one square. 
jB. Q. to her K. second square, (a) 

Lopez has here inserted a Variation of this 
Game, beginning at the third move of the Blacky 
which will be found at page 50. 

(aj This is a very good move, as your adversary canuol 
DOW push his Queen's Pawn two squares ; you might likewise 
have moved your Queen's Pawn one square. 
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SIXTH GAME- 

1. 

IV. K. P. two squares. 
B. The same. 

JV. K. B. to its Q. B. fourth square. 
B. K. Kt. to its B. third square. 

3. 
fV. Q. P. one square. 
B. K. B. to its Q. B. fourth square. 

4. 
TV. K. B. P. two squares, (a) 
B. Q. P. one square. 

(mJ Thb moTe is certainly exceptionable, if Black play pn>> 
perly : £». gr. 

4. 

W. 

B. Q. P. two squares. 

5. 
W. K. P. takes Q. P. 
B. K. Kt to adversary's K. Kt. fourth square. 

6. 
W. K. Kt. to K. R. third square, 
i^. Q. to adversary's K. R. fourth square, and checks. 
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5. 
IV. K. Kt. to its B. third square. 
jB. K. Kt. to adversary's K. Kt. fourth square. 

6. 

JV. Q. to her K. second square. 
B. K. B. to the adversary's K. B. second 
square, and checks. 

7. 
JV. K. to his Q. square. 
jB. K. B. to its Q. Kt. third square. 

8. 
IV. K. R. to its B. square. 
jB. Q. Kt. to its B. tliird sc^uare. 

9- 
IV. K. R. P. one square. 

JB. K. Kt. to its B. third square. 

10. 

!V. K. B. to adversary's Q. Kt. fourth square. 

B. Q. B. to its Q. second square. 



7. 
W. K. to B. square, or to liis secosd square. 
B. K. Kt. to adversary's K. B. secoud square. 

8. 
W. Q. toK. square. 
JE^. Q. B. takes K. Kt. 

W. Mwi lose the game. 
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11. 

JV. K. B. takes Q. Kt. 
B. Q. B. takes K.. B. 

12. 
JV. K. B. P. takes K. P. 
jB. Q. p. takes K. B. P. 

IS. 
W. K. Kt. takes Q. P. 
B. Q. B. tek«0 K. Ft 

14. 
W. K. Kt. to its fourth square. 
jB. Must lose a. piece. 
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SEVENTH GAME. 

I. 

fV. K. p. two squares. 
B. The same. 

2; 

JV. K.. B. to its Q. B. fourth square. 

B. The same. ) 

3. 
W. Q. to her K. second square. 
B. Q. P. one square. 

4. 
IV. Q. B. P. one square. 
B. K. Kt. to its B. third square* 

5. 
W. K. B. P. two squares. 
B. K. P. takes K. B. P. 

6. 
JV. Q. P. two squares. 
B. K. B. to its Q. Kt. third square. 

7. 
fV. Q. B. takes the P. at its K. B. fourth 
square, and you have the best of the 
game. 



\ 

i 

* 
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EIGHTH GAME. 

1. 

fV. K. P. two squares. 
.fi. The same. 

2. 
fV. K. B. to itsQ. B. fourth square. 
B. The same. 

3. 
fV. Q. to her K. second square. 
B. Q. P. one square. 

4. 
fr. Q. B. p. one square. 
B. K. Kt. to its B. third square. 

5. 

fF. K. B. P. two squares. 
jB. K. B. takes K. Kt. 

6. 
fV. K. R. takes K. B. 
jB. K. P. takes K. B. P. 

7. 
fF. Q. P. one square. 
B. K. Kt. P. two squares. 
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8. 

fF. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

9. 

W. Q. B. takes K. Kt. P. 
B. K. P. takes K. R. P. 

10. 
IV. Q. takes K. R. P. 
B. K. R. to its Kt. square. 

11. 

W. Q. B. takes K. Kt. 

B, K. R. takes K. R.> and checks^ 

12. 

JV. Q. takes K. R. 
B. Q. takes K. B. 

13. 
JV. Q. checks on the adversary's K. Kt. 

square. 
B. K. to his Q. second square. 

14. 
W. K. B. takes K. B. P. 
B. Q. to her K. second square. 

15, 
ff^. Q. takes K. R. P., and your game is much 
better than your adrersary 's. 
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VARIATION of this GAME, 

Beginning at the tenth move qf the Black* 

1. 
W. K. P. two squares. 
B. The same^ 

2. 
W. K. B. to its Q. B. fourth square. 

B. The same. 

3. 

W. Q. to her K. second square. 

B. Q. P^ones^Mnre. 

4. 

W, Q. B. P. one square. 

B. K. Kt. to its B. third sipiare. 

5. 
W. K. B. P. two squares. 
B. K. B. takes K. Kt. 

6. 
W. K. R. takes K. B. 
B. K. P. takes K. B. P. 

7. 
liV. Q. P. one square. 
B. K. Kt. P. two squares. 

B. 
W. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

W. Q. B. takes K. Kt. P. 
B. K. P.takesK.R.P. 

F 
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VARIATION of this GAME, 

Begitming at the tenth mwe qf tht Slack. 



W. K. P. heo stpiaret. 
B. THie game, 

S. 
W. K. B. toita Q. S. fourth tquan. 
B. The tame. 

3. 
W. Q.toherK. second tfpiare. 
B. Q, Ptonettputn, 

4. 
W. Q. B. P. one square. 
B. K. Kt, to its B. third «guar». 

5. 
W. JT. B. P. two tqaca-es. 
B. Jf. B. take» K. Kt. 

6. 
W. K.R. takes K.B. 
B. *. i». takes K. B. P. 

7. 
"W. Q. i*, one jjiMire, 
kJl. K. Xt. P. tUK) squares. 

8. 
fW. K^. ». P. one square. 
K. P. lakes K. Kt. P. 

ih 
LB. takesK.Kt.P, 
\)P.taketK.R.P. 

F 
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8. 

fF, K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

W. Q. B. takes K. Kt. P. 
B. K. P. takes K. R. P. 

10. 
fT. Q. takes K. R. P. 
B. K. R. to its Kt. square. 

11- 
fF. Q. B. takes K. Kt. 
B, K. R. takes K. R.> and checks^ 

12. 

IV. Q. takes K. R. 

B. Q. takes K. B. . 

13. 
fV. Q. checks on the adversary's K. Kt. 

square. 
B. K. to his Q. second square. 

14. 
fV. K. B. takes K. B. P. 
B. Q. to her K. second square. 

15, 
/F. Q. takes K. R. P., and your game is much 
better than your adrersary's. 
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VARIATION of this GAME, 

Beginning at the tenth mot>e qf the Blacks 

I. 
W. K. P. two squares. 
B. The same^ 

W. Jf. B. to its Q. B. fourth square. 
B. The same. 

W. Q. to her K. second square. 
B. Q. P^ones^puJtre. 

4- 

W, Q. B, P. one square. 

B. K. £^ to its B. third sipiare. 

5. 
W. K. B. P. two squares. 
B. K. B. takes K. Kt. 

6. 
W. K. R. takes K. B. 
B. K. P. takes K. B. P. 

7. 
liV. Q. P. one square. 
B. K. Kt. P. two squares. 

8. 
W. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

W. Q. B. takes K. Kt. P. 
B. K. P.takesK.R.P. 

F 
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10. 
W. Q. takes K. R. P. 

B. Q. Kt. to its Q. second square. 

11. 
W. K. R. to its B. square. 
B. K. R. to its Kt. square. 

12. 
fF. Q. takes K. R. P. 
B. K. Kt. takes Q. 

13. 
JV. K. B. takes K. B. P., and checks. 
B. K. to his B. square. 

14. 
fV, Q. B. takes Q., and must win the game. 
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EIGHTH GAME. 

1. 

iV. K. P. two squares. 
£. The same. 

2. 
fF. K. B. to itsQ. B. fourth square. 
B. The same. 

3. 
fF. Q. to her K. second square. 
B. Q. P. one square. 

4. 
fF. Q. B. P. one square. 
B. K. Kt. to its B. third square. 

5. 

IF. K. B. P. two squares. 
B. K. B. takes K. Kt. 

fF. K. R. takes K. B. 
B. K. P. takes K. B. P. 

7. 
fF. Q. P. one square. 
jB. K. Kt. P. two squares. 
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8. 

fF. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

9. 

W. Q. B. takes K. Kt. P. 
B. K. P. takes K. R. P. 

10. 
W. Q. takes K. R. P. 
B. K. R. to its Kt. square. 

W. Q. B. takes K. Kt. 

B. K. R. takes K. R.» and checks. 

12. 

JV. Q. takes K. R. 

B. Q. takes K. B. - 

13. 
IV. Q. checks on the adversary's K. Kt. 

square. 
B. K. to his Q. second square. 

14. 
IV. K. B. takes K. B. P. 
B. Q. to her K. second square. 

15. 
jr. Q. takes K. R. P., and your game Is much 
better than your adversary's. 
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VARIATION of this GAlVfE, 

beginning at the tenih move qf the Black* 

i. 
W. K. P. tvx> squares. 

B. The same^ 

2. 
W. K. B. to its Q, B. fourth 0juare. 

B. The same. 

3. 

W. Q. to her K. second sqtiare. 

B. Q. P, one sqtutre. 

4. 

W. Q. B. P. one square. 

B. K. Kt. to its B. third sipiare. 

5. 
W. K. B. P. two squares. 
B. K. B. takes K. Kt. 

6. 
W. K. R. takes K. B. 
B. K. P. takes K. B. P. 

7. 
liV. Q. P. one square. 
B. K, Kt. P. two squares. 

8. 
W. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

9^ 
W. Q. B. takes K. Kt. P. 

B. K. P.takesK.R.P. 

F 
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10. 
W. Q. takes K. R. P. 

B. Q. Kt. to its Q. second square. 

11. 
W. K. R. to its B. square. 
B. K. R. to its Kt. square. 

12. 
fV. Q. takes K. R. P. 
B. K. Kt. takes Q. 

13. 
JV. K. B. takes K. B. P., and checks. 
B. K. to his B. square. 

U. 
TV. Q. B. takes Q., and must win the game. 



vaFEZ. 61 



NINTH GAME. 

I. 

tV. K- P. two squares. 
B. The same. 

2. 
fV. K. B. to its Q. B« fourth square. 
B. The same. 

3. 
IF. Q. to her K. second square. 
jB. Q. p. one square. 

4. 
IV. Q. B. P. one square. 
B. Q. Kt. to its B. third square. 

5. 
fF. K. B. P. two squares. 
B. K. P. takes K. B. P. 

fF. Q. P. two squares. 

B. Q. to adversary's K. B. fourth square^ 
anjd checks. 

7. 
TV. K. to his Q. square. 
B. Q. B. to adversary's K. Kt. fourth square. 

F i 
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8. 

JV. K. Kt. to its B. third square. 
B. Q. B. takes K. Kt. 

9. 
W, Q. takes Q. B., and White has a very good 
g^ame. 



VARIATION of this GAME^ 

Beg^amimg of the tecaiik mace of the Black. 

U 

Yf* JST. A • lioo s^puBre$% 
B« T%esame. 

2. 

W. K.B. toitsQ.B.fmrih$qmn. 
B. The same. 

3. 

W. Q. to her K. Moond ignore. 
B* Q. P. one square. 

4. 

W. Q« B. P. one sfmere. 

B. Q. iiQ^. ^o Us B. thirdsquare. 

W, K. B. P. two squares. 
B. K. P.uamK.B.P. 
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6. 
W. Q. P. two squares. 
B. Q. to adoersary's K. R. fourth square, and checks. 

7. 
W. K. tohis Q. square. 

B. K. B. to its Q. Kt. third square. 

8. 

fV. K. Kt. to its B. third square. 

B. Q. to adversary's K. Kt. fourth square^ 

9. 
fF. K. R. P. one square. 
B. Q. to adversary's K. Kt. third square. 

10. 

fV. Q. Kt. to its Q. second square. 
B. K. Kt. to its B. third square. 

11. 
fF. K. R. to its K. square. 
JB. K. Kt. to its R. fourth square. 

12. 
fT. K. P. one square^ &c. 
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TENTH GAME. 

1. 

W. K. p. two squares. 
B. The same. 

2. 

W. K. B. to its Q. B. fourth square. 
JB. The same. 

3. 
IV. Q. to her K. second square. 
B. Q. P. one square. 

4. 
W. Q. B. P. one square. 
B. Q. Kt. to its B. third square. 

5. 

W. K. B. P. two squares. 
B. K. B. takes K. Kt. 

6. 
JV. K. R. takes K. B. 
B. K. P. takes K. B. P. 

7. 
W. Q. p. two squares. 

B. Q. to adversary's K. R. fourth square, 
and checks. 
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8. 
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ff. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 

9. 
fF. K. R. takes K. P. 
B. K. Kt. to its B. third square. 

10. 
fF. Q. B. to adversary's K. Kt. fourth square. 
B. Q. to her K. R. fourth square. 

11. 
fV. Q. to her K. Kt. second square. 
B, K. Kt. to adversary's K. Kt. fourth square. 

12. 
fF. Q. B. to its Q. second square. 
B. K. Kt. takes K. R. P. 

13. 
fF. K. B. to its K. second square. 
B. Cannot avoid losing his Knight. 
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ELEVENTH GAME- 

1. 

fF. K. P. two squares. 
B. The same. 

2. 
fF. K. B. to its Q. B, fourth square. 
B. Q. B. P. one square. 

8. 
IV. Q. to her K. second square. 
B. K. B. to its Q. B. fourth square, (a) 



(a) This is obviously an exceptionable move^ as White 
may play as follows : 

4. 
W. K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

5. 
W, Q. to her Q. B. fourth square, and checks. 
B. Q* P* two squares. 

6. 
W. Q. takes K. B. 
B, Q. P. takes K. P. 

7. 
W, Q. takes K» P*i and White has a much better game. 
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4. 
W. K. B. P. two squares. 
B. K. P- takes K. B, P. 

5. 
fV. K. Kt.to its B. third square. 
B. K. B. to its Q. Kt third square. 

6. 
W. Q. P. two squares. 
B. K. Kt. P. two squares. 

7. 
IV. K. R. P. two squares. 
B. K. Kt. P. one square. 

8; 
W. K. Kt. to adversary's K. fourth square. 
B. K. Kt. to its R. third square. 

JV. Q. B. takes P. on its K. B. fourtjh square. 
B. K. B. takes Q. P. 

10. 
W. Q. B. P. one square- 
B. K. B. takes K. Kt. 

H. 
W. Q. B. takes K. B. 
B. K. B. P. one square. 

12. 
W. Q. B. to adversary's Q. third square, and 
White has a better game than his adver- 
sary. 
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TWELFTH GAME. 

1. 

W. K. P. tvo sqoaits. 
B. The same. 

2. 
W. K. B. to its Q. B. fourth square. 
B, Q. B. P. one square. 

3. 
IF. Q. to her K. second square; 
B, K. fi. to its Q. B. fourth square. 

4. 

W. K. R P. two squares. 
B. K. B. takes K. Kt. 

5. 
/r. K. R. takes K. B. 
B. K. P. takes K. B. P. 

6. 
fV, Q. P. two squares. 

B. Q. to adversary's K. R. fourth square, 
and checks. 

7. 
TF. K. Kt. P. one square. 
B. K. P. takes K. Kt. P. 
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8. - 
/r. K. R. takes K. P. 
B. K. Kt. to its B. third square. 

9. 
JV. Q. Kt. to its B. third square. 
B. K. Kt. to its R. fourth square. 

10. 
IF. K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

11. 

t 

W. Q. B. to adversary's K. Kt. fourth square. 
B. K. Kt. takes K. R. 

12. 

fF. Q. to her K. B. third square, and checks. 
B. K. plays any where. 

13. 
fF. Q. B. takes Q., &c. 



VARIATION of this GAME, 

Beginning at the eleventh move qf the Black, 

1. 
W. K. P. two9quare9. 
fi. The same. 
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2. 
W. K. B. to its Q. B. fourth sqiiare. 
B. Q. JB. P. one square. 

3. 
W. Q. to her K. second square. 
B. K. B. to its Q. B. fourth square. 

4. 
W. K. JB. P. tvx) squares. 
B. K. B. takes K. Kt. 

3. 
W. K. R. takes K. B. 
B. K. P. takes K. B. P. 

6. 
W. Q. P. two squares. 
B. Q. to adversary's K. R. fourth square, and checks. 

T. 
W, K. Kt. P. one square. 

B. K. P. takes K. Kt. P. 

6. 
W. K R. takes K. P. 
B. K Kt. to its B. third square. 

W. Q. Kt. to its JB. third square. 
B. K. Kt. to its R. fourth square. 

10. 
W. K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

11. 
W. Q.B. to adversary's K. Kt. fourth square, 

B. K. Kt. to adversary's K. B. fourth square.. 



j-VTW^. 
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12. 
fr. Q. to her B. fourth square, and checks, {a) 
B. Q. P. two squares. 

13. 
W. Q. Kt. takes Q. P. 
B. Q. takes K. R. P. 

h. 

W, Q. B. takes K. Kt., &c. 



ANOTHER VARIATION of this GAME, 

Beginning at the ninth move qfthe White. 

1. 
W. K. P. two squares. 
B. The same. 

«. . 
W. K. B. to its Q. B. fourth square. 

B. Q. B. Fm one square. 

3. 
W. Q. to her K. second square. 
B. K. B. to its Q. B, fourth square. 

(a) White will win as speedily by taking King's Knight 
with Queen's Bishop: if Black take the Bishop, he will lose 
his Queen; and if he stvNdd not take the Bishop» his game is 
equally ffretrievaUe* 
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4. 
W. K. Bv P. two squares. 
B. K. B. tidc^ K. Kt. 

5. 
W. K. R. takes K. B. 
B, K. P. takes K. B. P. 

t 
W. Q. P. two squares. 
B. Q. to adversary's K. R, fourth square, and checks. 

7. 
W. K. Ai. P. one square. 

B. K. P. takes K. Kt. P. 

W. K. R. takes K, P. 

B. K. Kt. to its B. third square. 

fV. Q. B. to adversary's K, Kt. fourth square. 
B. Q. to her K. R. fourth square. 

10. 
IF. Q. to her K. Kt, second square. 
B. K. R. P. one square. 

11. 
fV. •K. B, to its K. second square. 
B. Q. to her K. Kt. third square. 

12. 
JV. Q. B. to its Q. second square. 
B. Q. to her K. R. second square. 
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13. 
IV. K. P. one square. 
B. Q. takes Q. B. P. (a) 

14. 

fF. K. P. ukes K. Kt. 
B. Q. takes Q. Kt. P. 

15. 
IF. K. P. takes K. Kt. P. 
B. K. R. to its Kt. square. 

\6. 
IV. Q. to her K. fourth square, and checks. 
B. K. to his Q. square. 

17. 
W. Q. to her K. R. fourth square, and checks. 
B. K. to Q. B. second square. 

18. 
W. K. R. to its Q. Kt. third square. 
B. Q. takes Q. R. 

19. 
W. Q. B. to its K. B. fourth square, and 

checks. 
B. Q. P. one square. 

SO. 
W. Q. to adversary's K. second square, and 

checks. 
B. Q. B. interposes. 

(a) If Black remove K. Kt.» White will equally win the 
game, by taking K. Kt. P. with K. R., dsc. 
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21. 
tV. Q. B. takes Q. P., and checks. 
JB. K. to his Q. B. square. 

W. Q. to adversary's K. B. square^ and checks* 
B. K. R. takes Q. 

SS. 
IV. The Pawn takes the Rook, becomes a 

Queen, and checks. 
jB. Q. B. interposes. 

JV. The Queen takes it, and checkmates. 
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THIRTEENTH GAME. 

fV^ K. P. two squares. 
B. The same. 

fV. K, B. to its Q. B. fourth square. 
B. The same. 

3- 

IV. Q. to her K. second square. 
B. Q. Kt. to its B. third square. 

4. 
fV, Q. B. P. one square. 
B. Q. P. one square. 

5. 

fV, K, B. P. two squares. 
B. K. P. takes K, B. P- 

6. 
fV. K. Kt. to its B. third square. 
B. K. Kt. P. two squares. 

7. 
IV. K. R. P. two squares. 
B. K. Kt. P. one square. 

G 
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8. 
IV. K. Kt. to adversary's K. Kt. fourth square. 
B. Q. Kt. to its K. fourth square. 

9. 
W. Q. P. two squares. 
B. Q. Kt. takes K. B. 

10. 
JF. Q. takes Q. Kt. 
B. Q. to her K. second square. 

II. 
W. Q. P. takes K. B. 
B. K. R. P. one square. 

IS. 
JV. Q. P. takes Q. P. 
B. Q. B. P. takes Q. P. 

13. 
JV. Q. takes K. B. P., and checks. 
B. Q. takes Q- 

14. 
W. Kt. takes Q. 
B. K. takes Kt. 

15. 
W. Q. B. takes K. P., and White has a very 
good game. 
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VARIATION of this GAM^ 

Beginning at the eighOi move qfthe Black. 

U 

W. K. P. two squares. 
B. TTie same. 

W. K, B. to its Q. B. fourth square. 
B. The same. 

3. 
W. Q. to her K. second square. 
jB. Q. Kt. to itsB. third square. 

4. 
W. Q. B. P. one square. 
B. Q. P. one square. 

5. 
W. K. B. P. two squares. 
B. K. P. takes K. B. P. 

6. 
W. K. Kt. to its B. third square. 
B. M. Kt. P. two squares. 

7. 
W. K. R. P. two squares. 
B. K. Kt. P. one square. 

8. 
W. K. Kt. toadoersary*sK. Kt. fourth square.^ 
B. K. Kt. to its R. third square. 

G S 
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9. 
W. Q« P. two squares. 
h. K. B. to its Q. Kt. third square. 

10. 
W. Q. B. takes K. P. 
J}. Q. to her K. second square. 

II. 
W. K. R. to its B. square, and White has a 
good game. 
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FOURTEENTH GAMR 

KINO'S OABfBrr. 

1. 

fV. K. p. two squares. 
B. The same. 

JV. K. B. P. two squares. 
B. K. P. takes it. 

3. 
fF. K. Kt. to its B. third square. 
B. The same. 

4. 
W. K. P. one square. 
B. Q. to her K. second square. 

5. 
W. Q. to her K. second square. 
B. K. Kt. to its R. fourth square. 

6. 
W. Q. Kt. to its B. third square. 
J3. Q. B. P. one square. 

7. 
W. Q. Kt. to its K. fourth square^ and the 

White has a very good game. 
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FIFTEENTH GAME. 

SECOND GAIOUT. 

This game is played after the Italian method^ 
a passar battaglia ; which is, pushing a Pawn 
two squares when the first square is guarded by 
one of the adversary's Pawns. 

1. 

IF. K. P. two squares^ 
B. The same. 

fV. K. B. P. two squares. 
B. K. P. takes it 

3. 

IV. K. Kt. to its B^ third square. 
B. The same. 

4. 

IV. K. P. one square. 

B. K. Kt. to its K. R. fourth square. 

5. 

TV. K. Kt. P. two squares, and forces the 
Xiog*s Knight. 
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. Nothing cofild have induced the Editor to 
insert this Game but respect for the abilities of 
Lopez ,; for it is so egregiously ipcojrect, or, 
more properly speaking, the fourl!h move of 
the Black is so exceedingly bad, that it is ob« 
vious no instruction or improvement can be 
derived from the Game. 
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SIXTEENTH GAME- 

THIRD GAMBIT. 

1. 

JV. K. P. two squares. 
B. The same. 

2. 
JV. K. B. P. two squares. 
B. K. P. takes it. 

S. 
fF. K. Kt. to its B. third square. 
B* The same. 

4. 
W. K. P. one square. 
B. Q. to her K. second square. 

5. 
TV. Q. to her K. second square, (a) 
B. K. Kt. to its Q. fourth square. 

(a) Tbb move does not appear to be tbe best tbfrt the 
'White can play in this conjuncture : if he moved the King'9 
Bkhop to bis King's second square, the Black Knight woulfl 
equally be compelled to remove, and the White might then 
castle : a most essential move when the adversary's Queen is 
on her King's second square. 
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6. 
JF^ Q. B. P. two squares. 
B. K. Kt. to adversary's Q. Kt. fourth square. 

7. . 
IV. Q. P. two squares. 
JB. K. Kt. P. two squares. 

8. 
fF. K. R. P. one square. 
B. Q. P. one square. 

fF. Q. R. P. one square. 

jB. K. Kt., to its Q. B. third square. 

10. 
JV. Q. Kt. to its B. third square. 
B. K. Kt. P. one square. 

11. 
IF. K. R. P. takes K. Kt. P. 
B. Q. B. takes K. R. P. 

12. 

« 

fT. Q. to her K. fourth square. 
:B. Q. B. takes K. Kt. 

13. 
fF. K. Kt. P. takes Q. B. 
B. Q. P. takes K. P. 

14. 
IF. Q. Kt. to adversary's Q. fourth square. 
B. Q. to her third square. 
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9. 
W. Q. P. two squares. 

B. K. B. to its Q. Kt. third square. 

10. 
W, Q. B. takes K. P. 
J3. Q. to her K. second square. 

11. 
W. K, R. to its B. square, and White has a 
good game. 
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FOURTEENTH GAMR 

KINO'S GAMBIT. 

1. 

fV. K. P. two squares. 
B. The same. 

2. 
TF. K. B. P. two squares. 
B. K. P. takes it. 

3. 
fF. K. Kt. to its B. third square. 
B. The same. 

4. 
W. K. P. one square. 
B. Q. to her K. second square. 

5. 
IV. Q. to her K. second square. 
B. K. Kt. to its R. fourth square. 

6. 
IV. Q. Kt. to its B. third square. 
B. Q. B. P. one square. 

7. 
W. Q. Kt. to its K. fourth square^ and the 

White has a very good game. 
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IS. 
W. Q. takes P. on her K. fi. fourth square. 
B. Q. B. takes K. Kt. 

14. 
W. K. Kt. P. takes Q. B. 
B. Q. P. takes K. P. 

15. 
IV. Q. takes K. B. P. 
B. Q. P. takes Q. P., and discovers check. 

16. 
W. Q. Kt. to its K. fourth square, and the 
White has the best of the game. 

If White (at the thirteenth move) were to 
take K. B. P. en passant, as he would be al- 
lowed to do in this country, his game, I think, 
would be much superior to his adversary's. 
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SEVENTEENTH GAME. 

FOURTH GAMBIT. 

Pf^. K. P. two squares. 
B* The same. 

S. 
W. K. B. P. two squares. 
B. K. P. takes it. 

3. 
IV. K. Kt. to its B. third square. 
B. The same. 

4. 
fV. K. P. one square. 
B. K. Kt. to its R. fourth square. 

5. 
'IV. Q. P. two squares. 
.fi. K. Kt. P. two squares. 

6. 
JV. K. Kt to its Q. second square. 
B. K. Kt. to its second square. 

7. 
fV. K. Kt. to its K. fourth square. 
B. K. B. to its K. second square. 
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8. 
fV. K. R. P. two squares. 
B. K. Kt. to its K. third square. 

9. 
W. Q. P. one square. 
B. K. Kt. to its Q. B. fourth square. 

. 10. 
TV. Q. Kt. to its B. third square ( or c), and 
the White has the best of the game. 



10. 
(Ota) W. K. Kt. takes K. Kt. 
B. K. B. takei K. Kt. 

11. 
W. Q. to adversary's K. R. fourth square. 
JB. K. B. to adversary's Q. fourth square. 

12. 
W. K. R. P. takes K. Kt P. 
B. K. B. takes K. P. 

13. 
IF. K. R. P. one square to adversaiy's K. Kt. thu-d 

square. 
B, Q. to her K. secotid square. 

14. 
W. K. R. P. takes K. B. P., and checks. 
JB. K. to hb Q. square. 

15. 
W. K. B. to its K. second square, and the White 
has a very good game. 
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Tliis Game is extremely well played, and 
an equal degree of skill is conspicuous in the 
Variation. 
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EIGHTEENTH GAME. 

FIFTH GAMBIT. 
1. 

fy. K. P. two squares. 
jB. The same. 

2. 
W. K B. P. two squares. 
B. K. P. takes it. 

3. 
fV. K. Kt. to its B. third square. 
B. K. Kt. to its K. second square. 

4. 
fV. Q. P. two squares. 
B. K. Kt. to its third square. 

5. 
TV, K. B. to its Q. B. fourth square. 
B. Q. P. one square. 

6. 
IV. K. R. to its B. square, (a) 
B. Q. B. to adversary's K. Kt. fourth square. 



(aj It would be much better to castle ; and, as the move is 
obvious, I am coniirmed in the belief that castling (as we do) 
was not adopted either in Spain or Portugal. 
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7. 
TV. Q. B. P. one square. 
B. K. Kt. to adversary's K. R. fourth square. 

8. 
JV. K. to his Q. B. second square, (b) 
B. K. Kt. takes K. Kt. P. 

9. 
W. K. R. to its Kt. square. 

B. Q. B. to adversary's K. R. third square. 

10. 

TV. Q. to her K. second square. 

B. K. Kt. to adversary's K. R. fourth square. 

IV. K. Kt. to adversary's K. Kt. fourth square, 
and the White has the best of the 
game. 

(h) In Spain, the King had the privilege of moving once 
during the game, like any one of his pieces. 



H 
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VARIATION of this GAME, 

Begimdng <U the ninth move qf the BWck. 

I. 
W. K. P. tvoo squares. 
B. Tlie same. 

W. K. B. P. two squares. 
B. K. P. takes it. 

3. 
W. K. Kt. to its B. third square. 
B. K. Kt. to its K. second square. 

4. 
W» Q. P. two squares. 
B. K. Kt. to its third square. 

5. 
W. K. B. to its Q. B. fourth square. 
B. Q* P- one square. 

6. 
W. if. -R. to its B. square. 
B. Q. B. to adversary's K. Kt. fourth square. 

7. 
W. Q. B. P. one square. 
B. K. Kt. to adversary's K. R. fourth square. 

8. 
W. K. to his Q. B. second square. 
B. K. Kt. takes K. Kt. P. 
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9. 

W. K. R. to its Kt. square. 
B. Q. B. takes K. Kt. 

10. 
fF. Q. takes Q. B. 
B, K. Kt. to adversary's K. R. fourth square. 

11. . 
fF. Q. takes the P. on her K. B. fourth square. 
B. Q. to her K. second square. 

12. 
fy. K. R. to its B. square. 
B. K. Kt. to its third square. 

13. 
fF. K. B. takes K. B. P., and checks. 
B. K. to his Q. square. 

14. 
fF. Q. to adversary's K. B. fourth square. 
B. Q. Kt. to its Q. second square. 

15. 
fF. Q. B. to adversary's K. Kt. fourth square. 
B. Q. Kt. to its K. B. third square. 

fF. K. P. one square. 
B. Q. P. takes K. P. 

17. 
fF. Q. P. takes Q. P. 
B. Q. takes Q. P. 

H 2 
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18. 
rV. K. B. takes K. Kt. 

B. Q. to adversary's K. second square, and 
checks. 

19. 
ff^» Q. Kt. to its Q. second square. 

jB. K. R. p. takes K. B. 

20. 

If^. Q. B. takes Q. Kt., and checks. 

B. P. takes Q. B. 

21. 

fF. Q. takes the P., and checks, &c. 
B. Loses the game. 
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NINETEENTH GAME. 

SIXTH GAMBIT. 



I. 

W. K. P. two squares. 

-B. The same. 

2. 
W. K. B. P. two squares. 

B. K. P. takes it. 

3. 

W. K. B. to its Q. B. fourth square. 

B. K. Kt. to its B. third square. 

4. 
W. Q. to her K. second square. 
B. K. B. to its Q. B. fourth square. 

5. 
W. Q. B. P. one square. 
B. K. Kt. P. two squares. 

6. 
JV. Q* P. two squares. 
B. K. B. to its Q. Kt. third square. 

7. 
W. K. R. P. two squares, and the White 
has the best of the Game. 



lOJ LOPEZ. 



TWENTIETH GAME. 

SEVENTH GAMBIT. 
1. 

W. K. P. two squares. 
B. The same. 

2. 

W. K. B. P. two squares. 
B. K. P. takes it. 

S. 

W, K. B. to its Q. B. fourth square. 
B. K. Kt. to its B. third square. 

4. 

W. Q. to her K. second square. 
B. K. B. to its Q. B. fourth square, 

5. 

W, Q. B. P. one square. 
B. K. B. takes K. Kt. 

6. 

W. K. R. takes K. B. 

B. K. Kt. P. two squares. 



LOPEZ. 108 

7. 
W. K. P. one square. 

B. K. Kt. to its square, (a) 

8. 
W. Q. P. two squares. 
B. Q. to her K. second square. 

9. 
W, K. Kt. P. one square. 

B. K. P. takes it. 

10. 

W. K. R. takes K. P. 
B, K. R. P. one square. 

11. 
W. Q. to adversary's K. R. fourth Square. 
B. K. Kt. to its B. third square. 

12. 
W. Q. takes K. B. P., and checks. 
B. Q. takes Q. 

li. 

W. K. B. takes Q. 
B. K. takes K. B. 

14. 

IV. K. R. to its B. third square, &c. 

(a) It would be better to castle. White could not umn^ 
dhitbf take K. Kt., without loaiug his Queen, 



104 LOPEZ. 

VARIATION of this GAME, 

Beginning at the eleventh move qf the White, 

]. 
W. K, P. two squares. 
B. The same* 

2. 
W. K. B. P. two squares. 
B. K. P. takes it. 

3. 
W. K. B. to its Q. B. fourth square. 
B. K. Kt. to its B. third square. 

4. 
W. Q. to her K. second square. 
B« K. B. to its Q. B. fourth square. 

5. 
W. Q. B. P. one square. 
B. K. B. takes K. Kt. 

6. 
W. K. R. takes K. B. 
B. K. Kt. P. two squares. 

7. 
W. Jf. P. one square. 

B. K. Kt. to its square. 

d. 

W, Q. P. <ti50 squares. 

B. Q. to her K. second square. 



~ — 



W. K. Kt. P. one s^iare. 
B. K. P. takes it. 



W. K.R. takes K. P. 
B. K. R, P. one tquare. 
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fV. K. R. P. two squares. 
B. K. B. P. one square. 

IS. 
fr. Q. to adversary's K. R. fourth square, aad 

checks. 
B, K. to his Q. square. 

13. 
JV. K. B. takes K. Kt 
B. K. K. takes K. B. 

U. 
ir. Q. takes K. R. P. 
B. Q. P. one square. 

15. 
fr. Q. takes K. B. P. 
B. Q. takes Q. 

16. 
rr- K. p. takes Q. 
B. K. R. to its K. square, aud checks. 

ir. 

fV. K. to his B. second square. 
B. P. takes K. R. P. 
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18. 

rr. K. R. to adversary's K. Kt. second square. 
B^ Q. B. to its K. third square. 

19. 
IV. Q. B. to adversary's K. Kt. fourth square. . 

Ji. K. R. to its B. square. 

20. 
IF. Q. Kt. to its Q. second square. 
£. The same. 

fil. 
IV. Q. R. to its K. square. 
B. Q. B. to its K. B. second square. 

22. 
fV. Q. R. to adversary's K. second square, and 
the White will win the Game. 
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TWENTY-FIRST CAME. 

EIGHTH GAMBIT. 
1. 

JV. K. P. two squares. 
B. The same. 

3. 
JV. K. B. P. two squares. 
J5. K. Kt, to its B. third square. 

3. 
W. Q. Kt. to its B. third square. 
^. K. P. takes K- B. P. 

4, 
JV, Q. P. two squares. 
j?. K. B. to adversary's Q. Kt. fourth square* 

5. 
JV. K. B. to its Q. third square. 
J3. Q. to her K. second square. 

6. 
JV. Q. to her K. second square. 
B. Q. Kt. to its B. third square. 

7- 

JV. K. P. one square. 

B. Q, Kt. takes Q, R 
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8. 

m K. p. takes K. Kt. 
B. Q. Kt. takes Q. 

9. 
W. K. P. takes Q- 

B. Q. Kt. takes Q. Kt. 

10. 
W. Q. R, P. one square. 
B. K. B. to its Q. R. fourth square. 

11. 
W. Q. B. to its Q. second square^ &c. 



VARIATION of this GAME, 

Beginning at the eighth move qfthe White. 

1. 
W. K. P. two squmes. 
B. The same. 

2. 
W. K. p. P. two squares. 
B. K. Kt. to its B. third square. 

3. 
W. Q. Kt. to iU B. third square. 
B. K. P. takes K. B. P. 

4. 
W. Q. P. two squares. 
B. JC. B. to adversary's Q. Kt. fourth square. 
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5. 

* 

W. K. B. to its Q. third square. 
B. Q. to her K. second square. 

6. 

W. Q. to her K. second square. 
B. Q. Kt. to its B. third square. 

7. 

W. JST. P, one square. 
B. Q. JiC^ /oilretf Q. P. 

8. 

^. Q. B. to its Q. second square. 
B. Q. Kt. takes Q, P. 

»^. Q. Kt. takes K. Kt. 

B. Q. to adversary's K, R. fourth square 
and checks. 

fF. K. Kt. P. one square. 
B. K. P. takes it. 

11. 

fF. Q. to her K. Kt. second square. 
B. K. P. takes K. R. P., and discovers 
check. 
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12. 

TV. K. to his B. square. 
B. K. B. takes Q. B, (a) 

13. 
IV. K. R. takes P. on its second square. 
B. Q. to her square^ or her K. .Kt. fourth 
square. 

14. 
W. Q. takes K. B., &c. &c. 

(a) If he take your King's Knight with his PawD» you miut 
take it with your Queen. 



Ill 



TWENTY-SECOND GAME. 

NINTH GAMBIT. 
1. 

IVt K. P. two squares. 
S. The same. 

2. 

fV. K. B. P. two squares. 
B. Q. P. one square. 

3. 

W. K. B. to its Q. B. fourth square. 
B. K. P. takes K. B. P. 

•4. 

W. Q. P. two squares. 

B. Q. to the adversary's K. R. fourth square^ 
and checks. 

5. 

JV. K. to his B. square. 

B. Q. B. to adversary's K. Kt. fourth square. 

6. 

W. K. Kt. to its B. third square. 
B. Q. B. takes K. Kt. 
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7. 
fF. Q. takes Q. B. 
£, K. Kt. P. two squares. 

8. 

fF. Q. to her Kt. third square. 
B. K. to his Q. B. square. 

9. 
fF. K. B. takes K. B. P. 
B. K. Kt. to its B. third square. 

10. 

fV. Q. Kt. to its Q. second square. 
B. K. P. one square. 

11. 
fF. K. P. one square. 
B. Q. P. takes it. 

12. 

IV. Q. P. takes Q. P. 

B. K. B. to its Q. B. fourth square. 

13. 

fF. K. B. to adversary's K. third square, and 

checks. 
B. Q. Kt. to its Q. second square. 

14. 

fF. K. B. takes Q. Kt., and checks. 
B. K. takes K.B. 
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W. Q. to the adversary's Q. Kt. fourth square, 

and checks. 
B. K. to his square. 

16. 
W. Q. takes K. B^ &c. 
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7. 
W. Q. takes Q. B. 
B, K. Kt. P. two squares. 

8. 

W. Q. to her Kt. third square. 
B. K. to his Q. B. square. 

9. 
IV. K. B. takes K. B. P. 
B. K. Kt. to its B. third square. 

10. 

JV. Q. Kt. to its Q. second square. 
B. K. P. one square. 

11. 
W. K. P. one square. 
B. Q. P. takes it. 

12. 

W. Q. P. takes Q. P. 

B. K. B. to its Q. B. fourth square. 

13. 

W. K. B. to adversary's K. third square, and 

checks. 
JB. Q. Kt. to its Q. second square. 

14. 

W. K. B. takes Q. Kt., and checks. 
B. K. takes K. B. 
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W. Q. to the adversary's Q. Kt. fourth square, 

and checks. 
B. K. to his square. 

16. 
JV. Q. takes K. B^ &c. 
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TWENTY-THIRf) GAME. 

TENTH GAMBIT. 

1. 
W. K. p. two squares. 
JS. The same. 

2 
W. K. B. P. two squares. 
jB. K. Kt. to its B. third square. 

3. 
W. Q. Kt. to its B. third square. 
J5. K. P. takes K. B. P. 

4. 

W. Q. P. two squares. 

jB. K. B. to adversary's Q. Kt. fourth square. 

5. 

W. K. B. to its Q. third square. 

jB. Q. to' her K. second square. 

6. 
W* Q. to her K. second square. 
B. Q. Kt. to its B. third square^ 

7. 
W. K. Kt. to its B. third square. 
£• K. Kt P. two squares. 
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TWENTY-FOURTH GAME. 

ELEVEimi GAMBm 

/F. K. P. two squares. 
jB. The same. 

fF. K. B. P* two squares. 
B. K. P. takes it. 

3. 
fF. K. B. to its Q. B. fourth square. 
B. Q. to adversary's K. R. fourth square, 
and checks. 

4. 

fF. K. to his B. square. 
B. Q. P. one square. 

5. 
fF. K. Kt. to its B. third square. 
B. Q. to adversary's K. Kt. fourth square. 

6. 
fF. K. to his B. second square. 
B. K. Kt. to its B. third square. 

7. 
f^. K. R. to its K. square, &c. 
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17. 
fF. Q. R. takes K. R., and checks. 
B. K. takes Q. R. - 

18. 
fT. K. R. to its K. ^uafe, and checks. 
B. K. to his Q. second square. 

19. 
fF. B. to adversary's K. Kt. fourth square^ and 
the White has a good game. 
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TWENTY-FOURTH GAME. 

ELEVEimi OAMBm 

fFi K. P. two squares. 
B. The same^ 

8. 
fF. K. B. P* two squares. 
B. K. P. takes it. 

3. 
fF. K. B. to its Q. B. fourth square* 
B. Q. to adversary's K. R. fourth square, 
a&d checks. 

4. 
fF. K. to his B. square. 
B. Q. P. one square. 

5. 
fF. K. Kt. to its B. third square. 
B. Q. to adversary's K. Kt. fourth square. 

6. 
fF. K. to his B. second square. 
B. K. Kt. to its B. third square. 

7. 
/f^. K. R. to its K. square, &c. 
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TWENTY-SIXTH GAME. 

THIRTEENTH GAMBIT. 

1. 
JV. K. P. two squares* 
B. The same. 

S. 
IV. K. B. P. two squares. 
B. K. P. takes it. 

S. 
IV. K. B. to its Q. B. fourth square. 
JB. Q. to the adversary's K. R. fourth square, 
and checks. 

4. 

fV. K. to his B. square. 

£. K. B. to its Q. B. fourth square. 

5. 
fV. Q. P. two squares. 
B. K. B. to its Q. Kt. third square. 

6. 
fV. K. Kt to its B. third square. 
B. Q. to her K. B. third square; 



tonz. 



ISl 



W. K. P. one square. 

£• Q* to her B, third square. C or a) 

W. Q. to her K. second square and the White 
has a good game. 



f. 

(Ota) W. 

B. Q. to her K. B. fomtb sqsare. 

S. 
W. K. & to its Q. third square. 
B. Q. to advemuys K. Kt. fourth sqiare^ 

W. K. %. P. One square. ^ 

B. Q. to adviersary's K. Kt. thkd squane. 

10. 
IF. Q. Kt. to its B. third squaie, and Black 
caiuiot save his Queen. 
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TWENTY-SEVENTH GAME. 

FOURTEENTH GAMBIT. 

1. 

W. K. P. two squares. 
J3. The same. 

2. 
W. K. B. P. two squares. 
JB. K. P. takes it. 

3. 
W. K. B. to its Q. B. fourth square. 
B. Q. to adversary's K. R. fourth square^ 
and checks. 

4. 
fV. K. to his B. square. 
B. K. Kt. P. two squares. 

5. 
W. K. Kt. to its B. third square. 
B, Q. to her K. R. fourth square. 

6. 

m 

IV. Q. P. two squares. 

jB. K. Kt. to its B. third square. 

7. 
fV. Q. to her K. second square. 
B. Q. Kt. to its B. third square. 



LOPEZ. 12S 

8. 
W. K. P. one square. 
B. K. Kt# to adversary's K. Kt. fourth square* 

9. 
W. Q. Kt. to its B. third square. 
B. K. B. to its K. second square. 

10. 
W. Q. Kt. to adversary's Q. fourth square. 
B. K. B. to its Q. square. 

11. 
W. K. R. P. one square. 
B. Q. Kt. to its R. fourth square. 

12. 
W^ K. to his Kt. square. 
B. K. Kt. to adversary's K. third square, &c. 
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TWENTY-EIGHTH GAME. 

FIFTEENTH GAMBIT. 
1. 

fV. K. P. two squares. 
JB. The same. 

ly. K. B. P. two squares. 

jB. K. p. takes it. 

3. 

fF. K. B. to its Q. B. fourth square. 

JB. Q. to the adversary's K, R. fourth square^ 

and checks. 

4. 

fT. K. to his B. square. 

jB. K. Kt. to its B. third square. 

5. 
fV. K. Kt. to its B. third square. 
B. Q. to her K. A. fourth square. 

6. 
fF. Q. to her K. second square. 
B. K. Kt. P. two squares. 

7. 
fF. K. Kt. to adversary's K. fourth square. 
JB. Q. takei^.Q. 
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8. 

'. K. takes Q. 
B. Q. P. one square. 

9. 
/F. K.Kt. takes K. B. P. 
B. Q. P. one square, and White must lose a 

piece ; or the Knight and the Bishop for 

the King's Rook« 
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THIRTIETH GAME. 

SEVENTEENTH GAMBIT. 

Teaching the Black to elude the Attack of the 

Gambit. 

1. 

IV. K. P. two squares, 

B. The same. 

£. 

9V. K. B. P. two squares. 

JS. K. B. to its Q. B. fourth square* 

3. 

JV. K. Kt. to its B. third square. 

B. Q. P. one square. 

4. 

fV. K. B. P. takes K. P. 

B. Q. P. takes K. P. 

5. 

W. K. Kt. takes Q. P. 

JB. Q. to the adversary's K. R. fourth square 

and checks; 

6. 

W. K. Kt. P. one square. 

B. Q. takes K. P., and checks. 
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7. 
W. Q. to her K. second square. 
B. Q. takes K. R. 

8. 
W. K. Kt to adversary's K. Kt. third square, 
and discovers check. 

JB. K. Kt. to its K. second square. 

9. 

W. K. Kt. takes K. R. 

£. Q. B. to adversary's K. R. third square, by 
"which the Black forces an exchange of 
Queens, and wins the King's Knight. 



K 
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THIRTY-FIRST GAME. 

EIGHTEENTH GAMBIT. 

Shewing another Method of defending the King'^ 

Gambit. 

1. 
fF. K. P. two squares. 
jB. The same. 

2. 
fF. K. B. P. two squares. 
jB. K. B. to its Q. B. fourth square. 

3. 
fF. K. Kt. to its B. third square. 
jB. Q. p. one square. 

4. 
W. K. B. to its Q. B. fourth square. 
B. Q. to her K. second square. 

5. 
fF. K. Kt. to adversary's K. Kt. fourth square. 
j5. K. Kt. to its R. third square. 

6. 
fF. Q. to adversary's K. R. fourth square. 
J5. Q. B. to adversary's K. Kt. ifourth square. 
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7. 
fV. K. B. takes K. B. P., and checks, (or a) 
B. Q. takes K. B. 

8. 
W. K. Kt. takes Q. 
JB. Q. B. takes Q. 

9. 
W. K. Kt. takes K. R. 
JB. Must win the K. Kt. 

7. 

(fl) JV. Q. to her K. R. fourth square. 
B. K. P. takes K. B. P. 

White cannot hinder the Black from pushing his King's 
Bishop's Pawn on the King's Knight^ which decides the gamt 
in his £ivor. 



K 2 
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THIRTY-SECOND GAME. 

NINETEENTH GAMBIT. 

1. 

JV. K. P. two squares. 
JB. The same. 

2. 
IV. K. B. P. two squares. 
JB. K. P. takes it. 

3. 
W, K. B. to its Q. B. fourth square. 
JB. Q. B. P. one square. 

4. 
JV. K. Kt. to its B. third square. 
B. Q. P. two squares. 

5. 
JV. K P. takes Q. P. 
B. Q. B. P. takes K. P. 

6. 
IF. K. B. to adversary's Q. Kt. fourth square, 

and checks. 
B. Q. Kt. to its B. third square, &c. 
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TfflRTY-THIRD GAME; 



TWENTIETH GAMBIT. 



1. 

JV. K. p. two squares. 
£. The same. 

2. 

W. K. B. P. two squares. 
B. K. P. takes it. 

3. 

W. K. B. to its Q. B. fourth square. 
J3. K. B. P. two squares. 

4. 

W. K. P. takes it. 

J5. Q. to the adversary's K. R. fourth square^ 
and checks. 

5. 

W. K. to his B. square. 
£. K. P. one square. 
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6. 
JV. K. B. to its Q. Kt. third square, or takes 

K. Kt. 
B. K. P. takes K. Kt. P., and checks. 

7. 
JV. K. takes K. P., and the Black has the best 
of the Game. 
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THIRTY-FOURTH GAME. 

1. 

TV. K. P. two squares. 
JS. Q. . P. two squares. 

2. 
W. K. P. takes it. 
B. Q. takes K. P. 

3. 
W. Q. Kt. to its B. third square. 
JB. Q. to her square. 

4. 
W. Q. P. two squares, and the White's Game 
is better opened. 

Here follows a Game which has been analyzed 
in Damiano. [Vide page 1.] 

N. B. The ensuing is a Back Game to it, 
beginning at the tenth move of the Black. 
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THIRTY-FTFTH GAME. 

I. 

ir. K. p. two squares. 
B. The same. 

£. 
IK K. Kt. to its B. third square. 
B. The same. 

3. 
IF. K. Kt. takes K. P. 

B. The same. 

4. 
fF. Q. to her K. second square. 
B. The same. 

5. 
fF. Q. takes K. Kt. 
B. Q. P. one square. 

6. 
W. Q. P. two squares. 
B. K. B. P. one square. 

7. 
JV, K. B. P. two squares. 
B. Q. P. takes K. Kt. 
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8. 

IV. Q. P. takes Q. P. 

B. Q. Kt. to its Q. second square. 

9. 
tV. Q. Kt. to its B. third square. 
B. K. B. P. takes Q. P. . 

10. 
JV. Q. Kt. to adversary's Q. Kt. fourth square, 
B. Q. Kt. to its K. B. third square, and Black 
has the best of the G ame. 
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THIRTY-SIXTH GAME. 

1. 

W. K, P. two squares. 
JB. The same. 

2. 
JV. K. Kt. to its B. third square. 
B. Tlie same. 

3. 
TV. K. Kt. takes K. P. 
JB. The same. 

4. 
IV. Q. to her K. second square. 
B. The same. 

5. 
W. Q. takes K. Kt. 
JB. Q. P. one square. 

6. 
W. Q. P. two squares. 
JB. K. B. P. one square. 

7. 
W. K. B. P. two squares. 

B. Q. P. takes K. Kt. 
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8. 

IF. Q. P. takes Q. P. 4 
B. K. B. P. takes Q. P. 

/^.K. B. P. takesK. B. P. 

B. Q. Kt. to ks Q. second square. 

10. 
IV. Q. B. to its K. B. fourth square. 
B. K. Kt. P. two squares. 

11. 
W. Q. B. to its K. Kt. third square. 
B. K. B. to its K. Kt. second square, and the 
Black will regain his Pawn. 
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THIRTY-SEVENTja GAME. 

1. 

TV. K. P. two squares. 
jB. The same. 

IV . K. Kt. to its B. third square. 
B. The same. 

3- 
W. K. Kt. takes K. P. 
B. Q. to her K. second square. 

4. 

W. Q. P. two squares. 
B. Q. P. one square. 

5. 

JV. K. Kt. to its B. third square. 
B. Q. takes K. P.^ and checks. 

JV. K. B. to its K. second square. 
B. Q. B. to its K.' B. fourth square. 
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7. 
fV. Q. B. P. one square. . 
B. Q. Kt. to its Q. second square. 

8. 
W. Q. Kt. to its Q. second square. 
B. Q, to adversary's Q. Kt. second square, and 
the Black has the best of the Game. 
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THIRTY-EIGHTH GAME. 

IV. K. P. two squares. 
B. The same. 

2. 

tV. K. Kt. to its B. third square. 
B. Q. Kt. to its B* third square. 

3. 
W. K. B. to its Q. B. fourth square. 
JB. The same. 

4. 
JV. Q. B. P. one square. 
B, Q. to her K. second square. 

5. 
fV. Q. P. two squares. 
B. K. P. takes it. 

6. 
fV. Q. B. P. takes K. P.. 
jB. Q. takes K. P., aud checks. 

7. 
W. K. to his Q. second square. 
B. K. B. to adversary's Q. Kt. fourth square^ 
and checks. 
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8. 
/F. Q. Kt. to its B. third square. 
B. Q. to adversary's K. Kt. fourth square, and 

the Black's Game is decidedly supe* 

rior to his adversary's. 
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THIKTY-NINTH GAME. 

1. 

IF. K. P. two sqaarcs. 
£L The samc^ 

2. 
in IL Kt. to its R third square. 
JBL Q. Kt. to its B. third square. 

S. 
n*. K. & to its Q. B. fiMiith square. 
B. The same. 

4. 
n\ Q. B. p. one square. 
^ Q. to her K. second square. 

5. 
fl\ Q. P. two squares. 
JB. K- P. takes it. 

6. 
n\ Q. R p. takes K. P. 
B. Q. fakes K. P., and checks. 

7. 
H\ Q. B, to its K. tliird square. 
B. K. B. to the adversary's Q. Kt. fourth square 
and checks, and the Black has the best 
of the Game. 
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FORTIETH GAME. 

fV. K. P. two squares. 
B. The same. 

IV. K. Kt. to its B. third square. 

B. Q. Kt. ta its B. third square. . • 

S. 
W^ K. B. to its Q. R fourth square. 
J5. The same. 

4. 
W. Q. B. P. one square. 
J3. Q. to her K. second square. 

5. 
W. Q. P. one square. -1 . 

£. The same. 

6. 
W. K. Kt. to adversary's K. Kt. fourth square. 
JB. Q. Kt. to its Q. square; and the Black has 
a good Game. 
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FORTY-FIRST GAME. 

1. 

ff. K. P. two squares. 
B. The same. 

3. 
ff^. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
fV. K. B. to adversary's Q. Kt fourth sqaare. , 
JB. Q. P. one square. 

4. 
rr. K. B. takes Q. Kt. 

B. Q. Kt. P. takes K. B. 

S. 
TV. Q, P. two squares, &c* 
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1. 

fV. K. P. two squares. 

JB. The same. 

2,- 

JV. K. Kt. to its B. third square. ^ 

B. Q. Kt. to its £L third square. 

3. 

JV. K. B. to adversary's Q. Kt. fourth 

square. 

B. K. B. to its Q. B. fourth square, 

IV. K. B. takes Q. Kt. ' 
B. Q. P. takes K. B. 

5. 

W. K. Kt. lakes K. P. 

B. K. B. takes K. B. P., and checks. 

6. 
W. K. takes K. B. 

B. Q. to adversary's- Q. ibarth squdr^'aad 

checks. 

7. 
W. K. to his Q. square. 
B, Q. takes K. Kt., and the Black has much 
the best of the Game. 

L S 
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FORTY-THIRD GAME. 

I. 

IV. K. P. two squares. 
B. The same. 

2. 
PF. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
/F. K. B; to adversary's Q. Kt. fourth square. 

B. K. B. to itsQ. B. fourth square. 

4. • . . • \. 
• 

/r. K. B. takes Q. Kt 

B. Q. P. takes K. B. 

5. 
fr. K. Kt. takes K. P. 
B. Q. to adversary's Q; fourth square. 

6. 
If. Q. to K. second square. . ' 

B. . Q. takes K. Kt., &c. 



V 
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FORTY-FIFTH GAME. 

1. 

W. K. P. two squares. 
IB. The same. 

3. 
W. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
W, K. B. to adversary's Q. Kt. fourth square. 
B. K. B. to itsQ. B. fourth square. 

4. 
W. K. B. takes Q. Kt. 
B. Q. P. takes K. B. 

5. 
W. K. Kt takes K. P. 
B. Q. to adversary's Q. fourth square. 

6. 
W. K. Kt. to its Q. third square. 
B. Q.takesK. P., and checks. 

7. 
W. Q. to her K. second square. 
B. Q.takesQ. 
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8. 

fV. K. takes Q. 

B. K. B. to its Q. Kt. third square. 

TV. Q. B. P. two squares. 

B. Q. B. to its K. B. fourth square. 

10, 
W. K. Kt. to its K. square. 
B. K. Kt. to its B. third square. 

U. 
IV. Q. P. one jKjuare. 
B. K. to his Q. second square. 

JV. Q. B. to its K. third square. 
B* K« R. to its K. square. 

JV. K. to his Q. second square. 
B. K. B. takes Q. B. 

14. 
TV. K. B. P. takes K. B. 
B. Q. R. to its Q. square. 

15. 
TV. Q. Kt. to its B. third square. 
B. K. Kt. to adversary's K. Kt. fourth square. 

16. 
TV. Q. Kt. to its Q. square. 
B. K. to his Q. B. square, and the Black has ^ 
a better Game than his opponent. 
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FORTY-SIXTH GAME. 

1. 

fV. K. P. two squares. 
JB. The same. 

2. 
fF» K. Kt. to its B. third square. 
JB. Q. Kt. to its B. third square. 

3. 
fV. K. B. to adversary's Q. Kt. fourth square. 
B. K. B. to its Q. B. fourth square, faj 

A. 
JV. Q. B. P. one square. 
JB. Q. P. one square, (bj 

5. 
JV. Q. P. two squares. 
B. K. P. take^ Q. P. 



(a) It would be beUer to move Q. R. P. one square ; and 
if White should take the Q. Kt., Black ought to take with Q. P., 
m order to play his Queen to the adversary's Q, fourth square, 
if White were to take the Kuig's Pawn with the Knight. 

(h) This move is exceptionable : Black ought to move his 
Queen to his King's second square. 
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6. 
tV. Q. B. P. takes K. P. 
B. K. B. to adversary's Q. Kt. fourth square, 
anfl chcfcks.* ' 

7. 
JV. Q. Kt. to its B. third square. 
B. Q. B. to its Q. second square. 

8. 
IV. Q. B. to adversary's K. Kt. fourth square. 
B. K. Kt. to its D, third square. 

9. 
IV. Q. to her third square. 
J5. Q. to her K. second square. 

10. 
JV. K. Kt. to its Q. second square. 
JJ, K. 13. takes Q. Kt. . 

11. 
W. Q. Kt. P. takes K. B., &c 

Lopez observes, that, this Game is a proof 
that defending the King's Pawn with the 
Queen's Knight is not a good move ; but this 
assertion is very vague ; for it is doubtful whe- 
ther the Whitens game be preferable to that of 
liis adversaryi who, it is presumed, would obtain 
the superiority by attending to the moves 
suggested in the notes that are 3ubjoined. 
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FORTY-SEVENTH 6AMR 



IV. K. P. two squares. 
B. The same, 

2. 
^. -K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
fF. K. B. to adversary's Q. Kt. fourth square. 
B. K. B. to its Q. B. fourth square. 

4. 
ff^. Q. B. P. one square. 
B. ' K. Kt. to its K. second square. 

5. 
W. Q. P. two squares, 
B. K. P. takes it. 

6. 
W. Q. B. P. takes K. P. 
B. K. B. to adversary's Q. Kt. fourth square, 
and checks. 

7. 
W. Q. Kt. to its B. third square. 
JB. Q. P. two squares. 
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8. 
TV. Q. Kt. to its B. third square. 
B, K. castles. 

jy. K. Kt. to adversary's K. Kt. fourth square. 
B. K. B. P. one square. 

10. 
JV. K. Kt. to it3 B. third square. 
B. Q. B. P. one square. 

11. 
JV. K. B. to its Q. R. fourth square. , 

jB. Q. p. one square^ and the Black has a 
good Game. 
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FORTY-EIGHTH GAME. 

1. 

JV. K. P. two squares.' 
JB. The same. 

2. 
W. K. Kt. to its B. tinrd square. 
B. Q. Kt. to its B. third square. 

3. 
JV. K. B. to adversary's Q. Kt. fourth square. 
B. K. B. to its Q. B. fourth square. 

JV. Q. B. P. one square. 

B. K. Kt. to its K. second square. 

5. 
JV. Q. P. two squares. 
B. K. P. takes it. 

6. 
JV. Q. B. P. takes K. P. 
jB. K. B. to its Q. Kt. third square. 

7. 
JV. Q. P. one square. 
B. Qr Kt. to its square. 
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8. 
TF. Q. Kt. to its B. third square. 
B. K. castles. 

.9. 

TV. K. Kt to adversary's K. Kt. fourth square. 
B. K. B. P. one square* 

fV. K. Kt. to it3 B. third square. ;\ 

jB. Q. B. p. one square. 

II. » \ \\ 

W. K. B. to its Q. R, fourth square. ( > ;\^ 

B. Q. P. one square^, and the Black has a 

good Game. 
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1 HE student must, in the first place, become 
perfectly acquainted- witb ihti Mames oi the 
squares on which the pieces are placed, and 
also with the names of the squaresf to which 
they may be moved. To facilitate this — the 
Board is supposed to be divided into two 
equal parts; the first four ranks on your side 
tonstitute yatir half; the other ' foUr ranks 
are denominated your Adversaries ^half: 
each half is supposed to * be subdivided 
into two equal parts, of which one is called 
ytmr King's side^ and the other ywr (^»een\ 
side. Yoiir Adversary's half is similarly 
subdivided, and that part "which is opposite 
to your King's side i^ called • yair Adver^ 
sar/s King's sides and that which i^.op** 
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FBFTIETH GAME. 

1. 

JV. K. P. two squares. 
B. The same. 

JV. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
IV. K. B. to adversary's Q. Kt fourth square. 
B. K. B. to its Q. B. fourth square. 

4. 

JV. Q. B. P. one square. ^ 

B. Q. to her K. second square. 

5. 

JV. K. castles. 

B. K. Kt. to its B. third square, &c. 
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Pawn's square, but the King^'s second square ; 
neither does any square on which a pawn stands 
derive its name from thai Jiaw/i, butit is called 
the second square of the /liece on that file. 
Thus, the square on which the Kind's Bishdp's 
Pawn is placed is called the Kiir^^s Bishopl's 
second square ; thatonwhichtheKing;'sKnight*a 
Fivn !>tinds,the£if7g's K»ig///'s secoadsqaare ; 
and thus it is with all the other pieces, whether 
Kings or Queen's, and whether they be your 
own or your Adversary's. Again, the squares 
which form the rank next to that on which the 
pawns stand are called the ///ird squares of 
the pieces that are opposite to themj ex. gr. 
the square iniraediatel)fr above your King's 
Pawn is called your King's third square ; and it 
is (hesame with all the other pieces. — The rank 
of squares next to these consists of the fourth 
squares of the pieces on the same file ; thus, 
the fourth square on the King's file is called the 
King's fourth square, and the same rule is ap- 
plicable to all the other pieces. But the rank of 
squares next to this fourth rank is not called the 
ffth squares of the pieces on the samefile,but the 
fottrlh squares oi your Adversary's pieces on that 
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61e ; thus, a pawn placed on the jifth square 
of your Kitrg^s Book is said to be on your j^d- 
versary's King's RooK s fourth square, &c. 

A retentive memory and great practice are 
alike necessary to excel in this most pleasing-, 
but difficult, recreation. To improve with 
more facility, it is necessary to number every 
square, beginning from the- King's Rook to 
the middle of the Board : it is likewise im- 
portant to recollect perfectly the colour of the 
different squares : this is effected by observ- 
ing, that, the odd numbers are all of the same 
colour as the first square, and the ex'cn num- 
bers are, of course, of a different colour : thus, 
the white King^s Rook's square is white, so is 
the third, &c. 



( 



Another very essential point is, \o recollect 
the situation of every piece, as well as the num- 
ber of squares to which it can be moved : 
if a Knight be placed on the Queen's fourth 
square, how many squares does it guard ? 
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FIFTY-SECOlito GAME. 

• » * 1 . ' • r » 
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/f. K. P. two squares. 
B. The same. 

2. 
^F. K. Kt. to its B. third square. 
B, Q. P. one square. 

3. 
XT. K'. B. to its Q. B. fourth square. 
B. Q. B. P. one square. 

fV. Q. B. P. one square. 
B. Q. P. one square. 

5. 

fr. K. p. takes it. 
B. Q. B. P. takes K. P. 

6. 
W. K. B. to the adversary's Q. Kt. fourth 

square, and checks. 
B. Q. B. to its Q. second square. 

7. 
fV. Q. to her Kt. third square. 
B. Q. B. takes K. B. 

MS 
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The following diagram will show 
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that it can be moved in one diagonal, 1 > to its 
Queen'stlurdsquare}2,itsKing'ssecondsqiiare; 
and, 3, its own square : — 4, your Adversary*a 
Queen's Knight's fourth square, and, 5, his 
Queen's Rook's third square : — and in another 
diagonal y6,ioi\i Queen's Knight's third square j 
7, Queen's Rook's second square -, 8, Advef 
sar-fs Queen's fourth square ; 9, his King's 
third square \ 10, his King's Bishop's second 
square; and, 11, his King; 's Knigiit's square. 
^1 fs, besides, necessary toknawthatthepairn&( 
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•%hen unmoved^ guard the third squares of the 
•pieces in the contiguous files : if moved one 
'Square, they guard the foiyth squares of the 
"■tame pieces -, if moved two squares, they guard 
the fourth squares of your Adversary's pieces in 
the contiguous files, &c. : thus, your King's 
pawn, 'xhen unmoved, guards your King's 
Bishop's and Queen's third squares; -when 
moved one square, your King's Bishop's and 
Queen's fourth squares ; -when mcrved two 
Squares, your Adversary's King's Bishop's 
knd Queen's fourth squares, &c. 



Op the Bishop. ' 

The Bishop moves diagonally, and it is 
rnecessary to recollect perfectly the number 
and names of the squares to which it can 
move. If it be placed on any one of the four 
(»nti« squares of the Board, it can be moved to 
thirteen squares ; six in o«tf diagonal and se-uen 
«i theoMtfr. The only particular observation to 
be made respecting the Bishop is, that, on vrhich 
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FIFTIETH GAME. ; 

1. 

fF. K. P. two squares. 
jB. The same. 

> • 

;r. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
fF. K. B. to adversary's Q. Kt fourth sqimre. ' 
jB. K. B* to its Q. B. fourth square. l 

4. 

fF. Q. B. P. one square. ^ 

B. Q. to her K. second square. , ; 

5. 
fV. K. castles. 
B. K. Kt. to its B. third square, &c. 
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Queen's Bishop n at a similar distance from 
the King's Knight, their own squares inclusive. 



Of the Rook. ,,j 

The move of the Rook is easily recollected : 
it guards all the squares in a perpendicular as 
well as horizontal direction ; therefore, if the 
Rook be placed on your Queen's fourth square, 
it confines your Adversary's King within 
his own quarter of the Board. 

Of the Knight. 

TuK more of the Knight is by much the 
most difficult to recollect. Supposing it to b* 
placed on your Queen's fourth square, the fol- 
lowing is the best method to ascertain the names 
of the squares to which it can be moved : count 
two squares in a perpendicular and one in a 
hofizonial direction, or two in a horizontal 
and one in ^ perpendicular direction ; and you 
will find that in that position it will guard the 
following squares ; counting two squares in a 
perpendicular A\ieciiDXi forwards will lead you 
to the Adversary's Queen's M/rrf square j then 
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count one horizontally right and left, and the 
squares, on which it can be moved, will be found 
to be theKing's third square and theAdversary's 
Queen'sBishop'sthird square; count twosquares 
in a perpendicular A;^/ relrograde direction, and 
that will reach to your own Queen's second 
square \ then count one square horizontally 
right and left, and the squares, to which it may 
be moved, will be your King's second square 
andQueen'sBishop's second square. Count two 
squares in a horizontal position toward the right 
hand, and one perpendicularly forward and 
backward, and you will 6nd, that, the same 
Knight can be moved to your King's Bishop's 
third square, and to your Adversary's King's 
Bishop's fourth square. Again ; count t-wo 
squares horizontally towards the left hand, 
and one perpendicularly forwards or backwards, 
and you will perceive that it may also be moved 
to your Queen's Knight's third square and your 
Adversary's Queen's Knight's fourth square. 
This will also exemplify anotherveryimportant 
observation concerning the Knight, which is, 
that, when placed on any one of the centre 
squares oi^i Board (that is, those squares from 
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' either of which it guards eight squares, namely 
the Queen's Bishop's third square. King's Bi- 
shop's third square, Adversary's Queen's Bishop's 
third square, and Adversary's King-'s Bishop's 
third square, and all the inclusive squares), 
whichsoever square of your own it guards, it 
invariably guards some square of your Adver- 
sary's on the sarae file, and the two squares it 
guards on the same hie are four squares dist- 
ant from each other. Ex. gr., place it on one 
of these centre squares, so as to guard your 
King's square, it will also guard your Adver- 
sary's King's yoarM square; and if it guard 
your King's second square, it will guard your 
Adversary's King's third square ; if it guard 
your King's third square, it will also guard 
^^Dur Adversary's King's second square ; if 
^K guard your King's fourth square, it will 
^Kiard your Adversary'sKing's own square. 

K But this rule must be understood as referring 
only to the two files contiguous to the square 
on which the Knight is placed \ for on the 
7iext to thoiCy the distance between the 

N 
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squares will consist of only iwo squares insi 
of four : Ei. gr. A Knight on your Queen's 
fourth square guards your Queen's Knight's 
third square and your Adversary's Queen's 
Knight's fourth squares : these two squares are 
cfi/y two squares distant. Again, it guards your 
King's Bishop's third square, and your Adver- 
sary's King's Bishop's fourth square : the dis- 
tance between these consists of only two squares. 



Of TiiE Queen. 

The Queen combines the moves of the Rook, 
and Bishop, for she may be moved like either 
of those pieces ; but she cannot be moved at the 
same time diagonally and horizontally, or per- 
pendicularly and diagonally. Nothing else 
needs be said with respect to the Queen, a» 
the explanations which have been given of th« 
moves of the Rook and Bishop are equally ap- 
plicable to the Queen's moTements. 
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Of the King. 

The King may be moved in all directions^ 
but only one square at a time : it is therefore 
almost needless to observe that he guards 
only eight squares^ no greater number of 
squares being contiguous to any other square 
on the Board. 

The pieces that may be exchanged in the 
course of the Game must be carefully re- 
coUectedy and every new situation requires the 
most sedulous attention. 

These rules will prove of great utility to any 
Chess-Player who is desirous of acquiring the 
art of playing without seeing the Board ; but 
he will find himself deceived if he imagines that 
they are sufficient to enable him immediately 
to excel in it^ as they will prove unavailing if 
they be not combined with great practice. 



N 2 



SALVIO. 



daltoto. 



FIRST GAMBIT. 

B. K. P. two squares. 
fF. The same. 

2. 

jB. K. B. p. two squares. 
IT. K. P. takes it. 

3. 
B. K. Kt. to its B. third square. 
fV. K. Kt. P. two squares. 

4. 
B. K. B. to its Q. B. fourth square, 
ff^. K. Kt. P. one square. 

5. 
B. K. Kt. to adversary's K. fourth square. 
fF. Q. to adversary's K. R. fourth square^ and 
checks. 

6. 
B. K. to his B. square. 
W. K. Kt. to its B. third square. 
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This move appears to be highly exception- 
able (stravagantCf says Salvio) j nevertheless, 
it is very good play. 

The following moves are generally the result 
of this system of defence. 

If the Black take the King's Bishop's Pawn 
with his Knight, the White, by playing his 
Queen's Pawn two squares, will either win a 
piece, or gain two pieces for his King's Rook. 

If the Black, instead of taking the King's 
Bishop's Pawn with his Knight^ should take it 
with his Bishops giving check, the White must 
play his King to his Queen's square i and if the 
Black retire his King's Bishop to its Queen 9 
Knight third square^ the White ought to move 
his King's Knight to its Rook's fourth square ; 
for, although the Black may check with his 
King's Knight on the Adversary's King's Bishop 
second square, and afterwards take the King's 
RX)ok,the White will win the Game, by checking 
on the Adversary's King's Knight third square. 

But if the Black, instead oi retiring his King^s 
Bishop to its Queen's Knight third square, were 
to play, 

B. K. B. to its Q. B. fourth square. 
/F. Q. Kt. P. two squares. 
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B. K. B. takes Q. Kt. P. 
ff. Q. B. P. one square. 

B. K. B. to itt Q. third square. 
W. Q. P, one square. 

B. K. Kt. to adversary's K. B. second square, 

and checks. 
JF. K. to his Q. B. second square. 

B. K. Kt. takes K. R. {aj 
fK K. Kt. to its K. R. fourth square ; and 
must win the Game. 



(«) Tltis Variation and the atiertioH " tlial the While must win" 
are incorrect : the Queen's Pawn being moved one square, pre- 
Tcnts the King'* Bishop front checking when the Kingmnvet 
to his Knight's s(|uare, in consequence of the check vflhe 
Knight ; and the While, iiiilead of mwning, mu»t lo*e the 
Game. Ex.gr. Suppose then the White to play, as Salvio 
direct^ 
W. K. Kt. to ils K. R. fourth square. 

B. Q. to her K. square. 

IK K. Kt. to advhsary's K. Kt. third «qt»re, and checks. 

B. K. to Kt. square. 

IF. Must lose B piece, and iritimulely the Game; but, if 
_ 1m oHiId dieck with ibc King's fiiahop^ he wookl win 
easily. 
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This Gambit is well known by the name of 
Salvio's Gambit ; but that denomination is 
incorrect, for that defence was first adopted by 
a very good player, who did not reside in the 
same town as Salvio did, but transmitted it to 
him, being anxious to know whether he approved 
of it. 

The following are variations in the defence : 

1. 
B. K. P. two squares. 
IV. The same. 

S. 

B. K. B. Pr two squares. 
fV. K. P. takes it. 

3. 

B. K. Kt. to its B. third square. 
fV. K. Kt. P. two squares. 

4. 

B. K. B. to its Q. B. fourth square. 
fV. K. Kt. P. one square. 

5. 

jB. K. Kt. to adversary's K. fourth square* 
fV. K. Kt. to its R. third square. 
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6. 
B. K. Kt. takes K. Kt. P, 
fF. Q. checks, (or a J 

7. 
B. K. Kt. interposes on the K. B. second square. 
W. Q. P. two squares. 

6. 

(aj B 

JV. K. Kt. takes K. Kt. 

7. 
B. Q. takes K. Kt. 
' JV. Q. P. two squares. 

8. 
J3*. Q. to adversary's K. R. fourth square. 
W. Q. P. takes K. B. 

9. 
B, Q. to adversary's K. fourth square, and checks. 
W. Q. to her K. second square. 

10. 
B. Q. takes K. R., but has nevertheless a bad Game, 
says Salvio : his remark, however, does not 
appear well founded ; 
W. for thoggh White Q. should take K. P., and check, 

11. 
B. May play his K. to his B. second square, and 
White has no attack, and has lost a Rook for 
a Bishop. 

* It 18 difficult to discover why Salvio did not direct the Qoeen t6 
lake the Gambitfs Pawn^ instead of this move. 
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8. 

B. If he take it with the if. J5. 
/r. Q. B. to adversary's K. Kt- fourth 
square, &c. 

And if Black take the Pawn with his King's 
Pawn^ the White must play his Gambit's Pawn, 
attacking at the same time his adversary's 
King's Bishop with his Queen. In either case 
the White has decidedly the better Game. 



ANOTHER METHOD of DEFENDING the GAMBIT; 
. Or, more properly, m VmrUitkm of the first Game. 

1. 

2J. K. P. two squares. 
Jr. The same. 

2. 
B. K. B. P. two squares. 
IV. K. P. takes it. 

S. 
B. K. Kt. to its B. third square. 
IV. K. Kt. P. two squares. 

4. 
B. K. B. to its Q. B. fourth square. • 
fV. K. Kt. P. one square. 



1» 



jB. K.. Kt. to adTerszn '« £. fuuni: ? 
/r. Q.cbec^ 

tl 
B. K. to his B. sqnaTie. 
lf\ K. Rt. to Its B. thiiti sqiULrr. 

7- 
B. Q. P. amc sfmdre. or («) (*) 
//' Q. P. one squsir. 



(m) B. Q. P. te» Mfwn. 
W. Q. P. ofieiqiluc 

B. K. Kt. to ks Q. tkM 
H\ The Gunbit's Pnni cw sqaie; sd Bldle hs a 
Bocli better Ga 



7. 
(»; B. Q. Kl. to its B. thM 9q«»e. 

W. K. & to mdwtnu\'s Q. Kt. fonith sqoue. 

8. 
B. Q. Kt. to adversary's Q. ftwth iqtiire. 
»K K. Kt takes Q. Kt 

9. 
B. K. B. takes K. Kt. 

W. Q^ P. one square. 

10. 
fi. K. Kt takes K. a P« 
If . K. R, to its B. sqvai«. 
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8. 

B. K. Kt. takes K. B. P. 
fV. Q. P. one square, and gains two pieces for 
his King*s Rook. 



11. 

JB. Q. B. P. one square. 
W. The same. 

12. 

B. Q. B. P. takes K. B. 
W. The same. 

13. 
B. K. Kt takes Q. P., and chedis. 
W. K. to his Q. second square. 

14. 
B. K. Kt. takes Q. B. 
IF. The Gambit's P. one square. 

15. 
B, K. Kt. P. one square. 
9V. Q. to adversary's K. R. third square^ and checks. 

16. 
B, K. to his B. second square. 
fV. Q. to adversary's K. Kt. second square, aq() checkr. 

17. 
B, K. to his third square. 

W. Q. P. one square, and checks. 

18. 
B. K. takes it. 
IF. Q. Kt to its B. diird square, and checks. * 
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19. 
B. K. to his third square. 

W. Q. R. takes K. Kt. 

20. 
B. Q. B. P. to adversary's Q. Kt. fourth square. 
W. Q. Kt. to its K« fourth square, (a) 

21. 
B, Q. to her K. B. square ; and, by forcing the ex- 
change of Queens^ destroys the White's attack. . 

(^) This move in certainly exceptionable : were the Knight played 
to mdvenafy*$ Q- Kt- fourth tguare, White would win Uie |;anie. 
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Another GAMBIT. 

1. 

B. K. P. two squares. 
fV. The same. 

2. 

B. K. B, P. two squares. 
W^. K. P. takes it. 

3. 

B. K. Kt. to its B. third square. 
/F. K. Kt. P. two squares. 

4. 

B. K. E. P. two squares. 
IK. K. Kt. P. one square. 

5. 
£. K. Kt. to adversary's K. fourth square. 
/f^. Q. to her K. second square. 

6. 

B. K. Kt. takes K. Kt. P. 
fV. K. B. P. two squares. 

7. 
B. K. Kt. to its B. second square, 
/r. K. B. P. takes K. P. 
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.8. 

B. Q. to adversary's K. R. fourth square, and 

checks. 
IF. K. to his Q. square. 

9. 
B. Q. to adversary's K. B. fourth square. 
fF. K. Kt. to its B. third square. 

10. 
B. Q. takes Gambit's Pawn. 
fV. Q. P. two squares, &c. 

The situation of the White pieces is superior 
to that of his adversary's. 



VARIATION of this GAMBIT. 

1. 

B. K. P. two squares, 
tV. The same. 

2. 

B. K. B. P. two squares. 
fF. K. P. takes it. ^ 

3. 
B. K. Kt. to its B. third square. 
W. K. Kt. P. two squares. 

O 
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4. 

B. K. R. P. two squares. 
fF'. K. Kt. P. one square. 

5. 
jB. K. Kt. to adversary's K. fourth square. 
fV. Q. to her K. second square. 

6. 
JB. Q. P. two squares. 
fF. K. B. P. two squares. 

7. 
B. Q. B. takes Gambit's Pawn. 
IV. Q. P. one square. 

8. 
B. Q. B. to adversary's K. Kt. fourth square. 
ff^. K. Kt. to its B. third square. 

9. 
B. Q. Kt. to its B. third square. 
fV. Q. B. P. one square. 

10. 
B. Q. B. takes K. Kt^ 
fr. Q. takes Q. B. 

11. 
JB. K. Kt to its Q. B.* fourth square. 
fV. Q. Kt. P. two squavip. 

Salvio saysi '' the Black being obliged to 
remove his Knight, the White may either tdce 
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the King's Pawn, or play his King's Bishop's 
Pawn one square." This remark appears to be 
futile : the White's Game does not appear supe- 
rior in situation to his adversary's. 



ANOTHER METHOD of DEFENDING the GAMBIT. 

Ji. K. p. two squares* 
ff^. The same. 

2. 

B. K. B. P. two squares. 
fF. K. P. takes it. 

3. 
£. K. Kt to its B. third square. 
W. K. Kt. P. two squares. 

4. 
B. K. B. to its Q. B. fourth square. 
fF. K. Kt P.. one square. 

5. 
B. K. Kt. to adversary's K. fourth square. 

IF. Q. checks. 

6. 

B. K. to his B. squat-e. 
fF. K. Kt. to its R. third square, 

O 8 
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7. 
B. Q. P. two squares* 
fF. The Gambit's Pawn one square. 

8. 

JS. K. Kt. P. one square. 
fV. Q. checks. 

9. 

jB. K. to his B. second square. 
fr* Q. to adversary's K. Kt. second square, and 
checks. 

10. 

B. K. to his third square. 

fV. K. B. to its Kt. second square* 

H. 
B. K. Kt. to its Q. third square. 

IV. K. to his Kt. square, and Rook to its K 
square. 

12. 

B. K. Kt. to its B. fourth square. 

fV. K. Kt. to its B. fourth square^ and checl 

13. 

JB. K. to his Q. third square. 

PT. Q. to adversary's K. B. second square. 

14. 

B. Q. B. P. one square 



SALVIO. ^^t 

In this situation^ Salvio says that White 
must take the King's Pawn with his King's 
Rook ; and that, if Black take the Rook> White 
may easiiy win the Game. 

He is very right in saying that White may 
win ; but, as I cannot agree with him in con- 
sidering the method of winning as easy,' I have 
subjoined the moves by which it appears to me 
that White may check-mate his opponent. 

Supposing, then, that, at the fourteenth move. 
White should take the King's Pawn with the 

King*s Rook : 

15. 

jB. K. takes K. R. 

W. Q. P. two squares, and checks. • 

16. 

B. K. to his Q. third square, or {a) or (Jb) 

JV. K. Kt. to adversary's K. third square. 

16. 
<«) B. K. B. takes Q. P. 

W. K. Kt. to its Q. third square, and checks. 

17. 
B. K. to bis Q. third square. 

W. Q. B. to its K. B. fourth square, and check* 

mates. 

16. 
(b) B. K. Kt takes Q. P. 

W. K. Kt. to its Q. third square, and checks. 



198 



SALVIO. 



J7. 
B. Q. removes, or Q. B. takes K. Kt. 
IV. Q. B. to its K. B. fourth square, and check" 
mates. 

17. 
B, K. to his B. fourth square. 
W. K. B. to its R. third square, and checksw 

18. 
B, K. to adversary's K.' fourth square. 
W. Q. Kt. to its Q. second square, and check-inatcs. 

This is a very well played Game on the part of the White ; 
and if is much to be regretted that the lialum method of 
CasUing has not been universally adopted. 
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Another GAMBIT. 

1. 

B. K. P. two squares. 
fF. Thesame« 

2. 
B. K. B. P. two squares. 
fF. K. P. takes it. 

3. 
B. K. Kt. to its B. third square. 
fT. K. Kt. P. two squares. 

4. 

* 

B. K. R. P. two squares. 
fF. K. Kt. P. one square. 

5. 
B. K. Kt. to adversary's K. fourth square. 
fF. Q. to her K. second srquare. 

6. 
B. K. Kt. takes K. Kt. P. 
/F. Q. takes K. P., and checks. 

7. 
B. Q. interposes. 
fF. Q. P. two squares. 
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8. 
B. K. Kt. to its B. second square. 
IF. Q, takes Q., and checks. 

9. 
B. K. B. takes Q. 

PF. K. B. to its Q. third square. 

10. 
B. Q. P. two squares. 
TF. Q. Kt, to its B. third square. 

11. 
B. Q. B. P. one square. 
IV. Q. B, to its K. B. fourth square. 

18. 
JS. K. Kt. to its Q. third square. 
fV. The Gambit's Pawn one square. 

13. 
B. K. Kt. P. takes it. 

IF. K. B. to adversary's K. Kt. third square, 
and checks. 

1.4. 
B. K. to his Q. square. 
IF. K. Kt. to its B. third square. 

Salvio did not contihue this Game on the 
supposition, I presume, of its being an even 
game. It appears to me that White, at the 
twelfth move, ought to take the King's Knight 
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with his Queen's Bishop, and then move his 
King's Knight to its Bishop's third square ; 
thus preserving the superiority of a Pawn, and 
a very good situation. 



VARIATION of the last GAMBIT. 

1. 

B. K. P. two squares. 
fF, The same. 

22. 

B. K. B. P. two squares. 
rr. K. p. takes it. 

S. 

B. K. Kt. to its B. third square. 
fF. K. Kt. p. two squares. 

4. 

B. K. R. P. two squares. 
fF. K. Kt. P. one square. 

5. 

jB. K. Kt. to adversary's K. fourth square. 
fV. Q. to her K. second square. 
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6. 

B. K. Kt. takes K. Kt. P. {a) 

W. Q. takes K. P., and checks. 

7. ' . 
H. Q. interposes. 

W. Q. P. two squares. 

8. 

B. Q. P. one square. 

W. Q. B. takes K. Kt. 

9. 
B. Q. P. takes Q. 

W. Q. B. takes Q. 

10. 

B. K. B. takes Q- B. 

IV. Q. P. takes Q. P. on adversary's K. fourth 

square. 

II. 

B. Q. B. takes Gambit's Pawn. 

W. K. B. to its Q. third square^ &c. 

The advantage is on the side of the White. 



6. 

or (a) B. Q. P. two sqaares. 

W. Q. P. ooe square. 

7. 
B. K. Kt. takes K. Kt. P. 

W. Q. takes K. P., and checks, Ac 
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Another GAMBIT. 

1. 

B. K. P. two squares. 
ff^. The same. 

2. 
B. K. B. P. two squares. 
W. K. P. takes it. 

3. 
B. K. R. P. two squares. 
JV. K. B. to its K. second square. 

4. 
B. K. Kt. to its B. third square. 
JV. Tlie same. 

5. 
B. Q. P. one square* 
IV. K. Kt. to its R. fourth square. 

6. 
B. Q. Kt. to its B. third square. 
IV. K. to his Kt. square, and Rook to its K. 
square. 

7. 
B. K. Kt. P. two squares. 
IV. K. Kt. to its B. third square, &c. 



204 SALVIO. 

This Game is incorrect. The Knight's Pawn, 
which the Black plays two squares at the seventh 
move, would of course be taken en passant in 
Great Britain or France, where it is optional to 
allow, or prevent, 2i psLwn^s moving two sguares 
at once when it passes prise. It appears to mc 
that White, instead of castling, ought to move 
his King's Knight to the adversary's King's 
Knight third square. 
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Another GAMBIT. 

1. 

B. K. P. two squares. 
fF. The same. 

. «. 
B. K. B. P. two squares. 
IF. K. P. takes it. 

3. 
B. K. R. P. two squares. 
fF. Q. P. two squares.' 

4. 
B. K. P. takes it. 
fF. Q. takes K. P. 

5. 

B. Q. to her K. second square, and checks. 
7F. Q. B. to its K. third square. 

6. 
B. Q. Kt. to its B. third square. 
fF. Q. to her K. B. fourth square. 

7. 
B. Q. P. two squares. 
fF. Q, B. P. one square. 



A- 
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B* K. Kt. to its R. third square. 
fV. K. B. to its Q. third square. 

B. Q. to her K. B. second square. 
fF. K. Kt. to its B. third square. 

10. 
B. Q. B. takes Gambit*s Pawn. 
fF. K. Kt. to adversary's K* Kt. fourth square. 

JB. Q. to her second square, &c. 

The situation seems equally advantageous for 
both players. 



VARIATION of this GAMBIT. 

1. 

B. K. P. two squares. 
fF. The same. 

2. 
B. K. B. P. two squares. 
fF. K. P. takes it. 

3. 
B. K. R. P. two squares. 
fK K. B. to its K. secpnd square. 
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4. 
^. K. Kt. to its B. third square. 
IT. Q. P. two squares. 

5. 
B. JC. P. takes it. 
IV. Q. takes K. P. 

6. 
B. Q. Kt. to its B* third square. 
. fy* Q« to.her K. B. fourth square. 

7. 
JB. K. B. to its Q. third square. 
JV. Q. to adversary's K. Kt. fourth square. 

8. 

B. Q. to her K. second square. 

p W. K. Kt. to its B. third square. 

9. 
B. K. castles. 

Saltio does not go on with this Game. I do 
not think it well played. 
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Another GAMBIT. 

1. 

B. K. P. two squares. 
IF. The sanie. 

2. 

B. K. B. P. two squares. 
fV. K. P. takes it. 

3. 
B. K. Kt. to its B. third square. 
fV, K. Kt P. two squares. 

4. 
B. K. R. P. two squares. 
fV. K. Kt. P. one square. 

5. 

B. K. Kt. to adversary's K. fourth square. 
fF, K. B. to its K. second square. 

6. 
B. Q. takes K. Kt. P. 
fV. Q. P. one square. 

7. 

B. Q. to adversary's K. Kt. second square. 
W. Q. P. takes K. Kt. 
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8. 

B. Q. takes Q. P. {a J 

W. Q. Kt. to B. third square, (b) 

9. 
B. Q. takes K. R. 

IV. K. B. takes K. R. P., and checks. 

10. 
B. K. to his Q. square. 
IF. Q. B. to adversary's K. Kt. fourth square, 
and checks. 

11. 
B. K. B. interposes on its K. second square. 
JV. Q. B. takes K. B., and checks. 

IS. 
B. K. takes Q. K 
JV. Q. to her K. Kt. fourth square. . 

13. 
B. K. R. takes K. B. 
IV. Q. takes K. Kt. P., and checks, &c. 

Salvio states that the following Gamhit 
was sent to him hy Signor Muzio, who com* 



(a) The Queen ougbt to have taken K. R. 

(h) It would liave been better to have moved tbe K. Kt. 
to its B. third square. 

P 
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monly won it of his adversary Don Geronimo 
Gascio. He hastily gives it as his opinion that 
the White must win ; but has evidently aualys-* 
ed that game imperfectly. It is, in my opi- 
nion, the finest and most difficult of all Gambits. 
Phi LI DOR hints at the possibility of sacrificing 
the King's Knight, but he has abstained from 
teaching the player those moves by which he 
may preserve an attack sufficiently potent to 
compensate him for the loss of the piece. Ver- 
DONi (who used to call it his Gambit J never, 
to my knowledge, taught either the attack or 
defence to any of his pupils. 

I feel very considerable diffidence in giving 
it as my opinion, that he who sacrifices the 
Knight ought to lose the game, if his adver- 
sary be vefy skilful. 

The following are Salvio's moves : 

1. 

t^F. K. P. two squares. 
B. Tkfi same. 

2. 

IF. K. B. P. two squares. 
B. K. P. takes it- 

m 
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3. 

fF. K. Kt. to iU B. third sqiiarf. 
B. K. Kt. P. two squares. 

4. 
fT. K. B. to its Q, B. fo'urth squ»«. 
B. K. Kt. P. one 9qy%re. 

5. 
fy. K. CMtles with K. qu B. square, and R. on 

B> square. 
B. K. Kt. p. takes K. Kt. 

^. 
fr. Q. takes K. Kt. P. 
B. Q. to her K. second square. 

7. 
/T. Q. takes Gambit's P. 
B. K. Kt. to its R. third square* 

8. 

ir. Q. takes Q. B. P. 

B. Q. Kt. to its B. third square. 

9- 
W. Q, Kt to its B. third square. 
B. Q. to her third square, (a) 

(a) It seems^ that, if Black played h\% Queen to her B. 
fpiirth 6qiiare» lie iTould win the gnoie ; became White could 
w>t lupport or rf tjr^ bis K. B. wi^ipvt lotii^ bif Q* by Ml« 
Black's playing hb K. B. to its Q. third square. 

P2 
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10. 
JV. Q. Kt. to adversary's Q. fourth square. 

Salvio does not^o on with this game, but 
repeats his belief that the White must win. 

I have, however, but Httle doubt that when 
the Italian method of castling is allowed, the 
player who takes* the Knight must find great 
difficulty in defending the game 5 as the Gam- 
bit player is not in that case obliged to lose a 
move to guard against the check with the Queen 
on the Queen's Bishop's fourth square, which 
would gain the adversary's King's Bishop. 

It is a most instructive game, and should 
be frequently played by all amateurs who arc 
desirous of excelling in chess : to him who sa- 
crifices the Knight it will teach, better than 
any other game, the advantage of being able 
to bring more pieces into play than his ad* 
versary, and clearly demonstrate the truth of a 
position not sufficiently attended to by young 
players, that, it is the situation and not the 
number of pieces which decides the event of a 
game : to the player who takes the Knight, it 
will show how essential it is not to lose a move, 
and the importance of seeking opportunities of 
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exchanging pieces wheu the adversary has a 
powerfiil attack ; for in this Gambit it may be 
asserted, that the Black must speedily lose the 
game if he do not carefully exchange pieces. 
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AN OPENING, 

Denominated by Salyio, and by all Italian Players^ 

Giuoco Piano; 

That Name being given to all Openings in which no Pawn is 
iacrijued for the sake of an attacking Position, and in 
which the K. Kt. and K. B. are played immediately after 
the K. Pawn. 

1. 

JB. K. P. two$quaies. 
fV. The same. 

2. 

B. K. Kt. to its B. third square. 
fr. Q, Kt. to its B, third square. 

3. 

JB. K. B. to its Q, B. fourth square. 
fV. The same. 

4. 

B. K. to his R. square, and R. to its B. square. 
fy. K. Kt. to its B. tliird square. 

5. 

B. K. Kt. to adversary's K. Kt. fourth square. 
IF, K. castles. 
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JB. K. B. P. two squares* 
fF. K. R. P. one square. 

7. 
B. K. Kt. takes K. B. P. 
fV. K. R. takes K. Kt. 

8. 
B. K. B. takes K. R., and checks. 
fV. K. takes K. B. 

9. 
B. K. B. P. takes K. P. 

W. Q. Kt. takes K. B. P. 

10. 
B. Q. to adversary's K. R. fourth square, 
and checks. 

This move, says Salvio, will enable Black 
to recover the piece which he has sacrificed ; in 
which case he will have a Rook and a Pawn 
against a Bishop. 

The piece is easily gained by the following 
moves: 

10. 
B. Q. as above, and checks. 
W. K. to his third square. 
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11. 

B. Q. to adversary's K. B. fourth square, and 

checks. 
IF. K. to his Q. third square* 

12. 
B. Q. B. P. one square. 
IF. The K. B. or the Q. Kt. removes ; 

13. 
B. Q. P. two squares. 
//". The other piece retires ; 

14. 
B. K. P. to adversary's K. fourth square, 
and checks, and the King's Knight is 
forced. 

Black in this game plays remarkably well ; 
and his attack exhibits an additional proof of 
the superiority of the Italian method of castling 
over ours. 



SALVIO. 217 



Another Giuoco Piano OPENING- 

1. 

B. K. P. two squares. 
Jf^. The same. 

S. 
B. Q. P. one square. 
IF. K. B. to its Q. B. fourth square. 

3. 
B. K. B. to its K. second square. 
IF. K. Kt. to its B. third square. 

4. 
B. K. B. P. two squares. 
fF. K. P. takes it. 

5. 
JS. Q. B. takes K. P. 
ir. Q. B. P. one square. 

6. 
B. K. Kt. to its B. third square. 
fr. Q. to her Kt. third square. 

7. 
B. Q. to her B. square. 
IF. K. Kt. to adversary's K. Kt. fourth square, 
&c. 
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This is not a good Opening ; some of the 
Black's moves are so exceptionable, that I am 
surprised at their being recommended by so 
finished a player as Salvio. 
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Aaother Giuoco Piano OPENING. 

1. 

B. K. P. two squares. 
fr. The same. 

2. 

B. K. B. to its Q. B. fourth square. 
PF. The same. 

3. 

B. K. Kt. to its B. third square. 
JV. Q. Kt. to its B. third square. 

4. 
B. K. to his Kt. square, and R. to its K. square. 
fF. K. Kt. to its B. third square. 

5. 
B. Q. B. P. one square. 
fV. K. Kt. to adversary's K. Kt. fourth square. 

6. 
B. Q. P. two squares. 
Jr. K. P. takes it. 

7. 

B. K. B. takes K. B. P., and checks, 
/r. K. takes K. B. 
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8. 
B. K. Kt. to adversary's K. Kt. fourth square, 

. and checks. 
fF. K« to his Kt.' square. 

9. 
J5. Q. takes K. Kt. 

fV, Q. P. one squa^. 

10. 

B. Q. to adversary's K. R. fourth square. 

fF. Q. to her K, second square^ and then K.R.P. 

one square^ &c. 

There is no advantage on either side, says 
Salvio. It appears to me to he slightly in 
favor of the Black. 
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Another OPENINQ. 

1. 

W. K. p. two squares. 
B. Q. B. P. two squares. 

2. 
W. K. B. to its Q. B. fourth square. 
B, Q. Kt. to its B. third square. 

3. 
W. Q- B. P. one square. 
B. K. P. one square. 

4. 
W. K. Kt. to its B. thir^square. 
B. Q. P. two squares. 

5. 
W. K. P. takes it. 
JB. K. P. takes K. P., &c. 

The Black's moves arc well calculated to foil 
an attacking player. 
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Another OPENING. 

1. 

B. Q. B. P. two squares. 
fF. The same. 

2. 
B. K. P. two squares. 
IV. The same. 

3. 
B. Q. Kt. to its B. third square. 
IV. The same. 

4. 
B. Q. P. one square: 
IV. The same. 

5. 
jB. K. B. P. two squares. 
tV. The same. 

Tliis is a very uncommon Opening. The 
possibility of moving the Queen's Knight to 
the adversary's Queen's fourth square, whence 
it cannot be dislodged by any paxon^ is a suffi- 
cient reason to consider this Opening as excep- 
tionable. 
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Another OPENING. 

J. 

B. K. B. P. two squaxes. 
fF. The same. 

2. 
B. Q. P. two squares. 
fF. The same. 

3. 
B. K. Kt. to its B. third square. 
If^. The same. 

4. 
B. K. P. one square. 
fF. The same. 

5. 
B. Q. B. P. two squares. 
JV. The same. 

The facility with which the King's Knight 
may be moved to the adversary's King's fourth 
square renders this Opening as exceptionable as 
the last. 
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A VERY SINGULAR POSITION, 

Invented hy SiOHon Pietro Peteonio. 

Situation of the White Pieces : 

K. at adversary's Q. B. square. 

Q. at her B. third square. 

Q. R. at its third square. 

K. R. at its fourth square. 

K. Kt. at its K. square. 

Q. Kt. at its Q. square. 

K. B. at its R. third square. 

Q. B. at its K. R. second square. 

Q. Kt. P. at its Q. Kt. second square. 



Black : 

K. at his Q. R. square. 

A Pawn at its Q. R. second square. 

Do. at its Q. R. third square. 

Do. at its Q. R. fourth square. 

Do. at adversary's Q. R. fourth square. 

Do. at its Q. B. second square. 

Do. at -its Q. B. third square. 

Do. at its Q. B. fourth square. 

Do. at adversary's Q. B. fourth square. 
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White engages to checkmate Black King with 
his Pawn in/onrfeeit ikiovesy without taking aHy 
of his adversary's pawns, or subjecting hisf>awn 
to capture, although it must pass through the 
ranks of hb adversary's pawns. This Position 
is very similar to that which is generally called 
Marshal Saxe's Problem^ and which is inserted 
in the Strataghmes des Echecs. 

The solution is as follows : 

1. 

fF. K. Kt: to its Q. third square. 
B. The Pawn is compelled to take it. 

52. 

fr. Q. to her B. fourth square. 

B« The Pawn to adversary's Q. second square. 

3. 
fV. K. R. to its Q. fourth square. 
B* The Pawn takes it, 

4. 

W. K. B. to its Kt. second square. 

B. The Pawn to adversary's Q. third square. 

5. 
W. Q. B. to adversary's Q. third square. 
B* The Pawn takes it. 

Q 
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6. 
IV. K. B. to. adversary's Q. fourth square. 
JS. The Pawn takes it. 

W. Q. to adversary's Q. B. second square. 
B. The Pawn to adversary's Q. fourth square. 

8. 

W. Q- to adversary's Q. second square. 
B. The Ea\|rn to its Q. fourth square. 

9. 

W. Q. R. to its second square. 
B. The Pawn which is at the White Q. R 
fourth square moves one square. 

10. 

JV. The Pawn one square. 
B. The Pawn at the Q. R. fourth square, one 
square. 

11. 

fV. The Pawn one square. 
B. Hie Pawn at the Q. R. third square, one 
square. 

12. 

IV. The Pawn one square. 
JS. The Pawn at the Q. R. second square, one 
square. 
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IS. 
fV. Q. to the adversary's Q. B. third squarej 

and checks. 
B. K. to his Q. R. second square. 

14- 
1 The Pawn one square, and checkmates. 



Q 2 
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A VERY REMARKABLE SITUATION, 

Arraoged Uy Saltio. 

rVhite. 

K. at his square. 

Q. at adversary's K. third square. 

K. R. at its square. 

Q. R. at its Q. square.' 

Q. B. at its square. 

Q. Kt. at its square. 




unmoved. 



Black. 

K. at his Kt. second square. 
K. P. at its own square. 

White must compel his adversary to check- 
mate him the first time that he moves his pawn. 
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1. 

IV. K. R. P. two squares* 
jB. K. to his B. square. 

2. 
^. K. R. P. one square, 
B. K. to his Kt. second square. 

3. 
JV. K. Kt. P. two squares. 
B. K. to his B. square. 

4. 
jy. K. Kt. p. one square. 
jB. K. to his Kt. second square. 

5- 
JV. K. B. P. two squares. 

B. K. to his B. square. 

6. 

W. K. B. P. one square. 

B. K. to his Kt. second square. 

7. 

W. K. P. two squares. 
JB. K. to his B. square* 

8. 
W. K. P. one square. 
J3. K. to his Kt second square* 

9. 
W. K. to his B. second square. 

B. K. to his B. square. 



• • • «v 
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10. 

W. K. to his Kt. third square. 
B. K. to his Kt. seci^nd square. 

11. 

W. K. to his Kt. fourth square. 
B. K. to his B. square. 

12. 

W. K. R. to its fourth square. 
J3. K. to his Kt. second square. 

13. 

W. Q. B. to its K. B. fourth square. 
B. K. to his B. square. 

14. 
W. K. Kt. P. to adversary's K. Kt. third 

squire. 
jB. K. to his KL second square. 

15. 
JV. K. to adversary's K. Kt. fourth square. 
B. K. to his B. square. 

16. 
W. Q. to adversary's Q. B. square, and checks. 
JB. K. to his Kt. secQnd square. 

17. 
W. Q. to adversary's Q. second square. 
J3. K. to his B., Kt.y or R. square. 
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18. 
tV. K. p. to adversary's K, third square. 
B. . K. to his KX. second square. 

19. 
JV. Q. R. to its K. Kt. square. 
B. K. to his Kt. sqi^are. 

20. 

fV. Q. R. to its K. Kt fourth square. 
B. K. to its Kt. second square. 

21. 
W. Q. Kt. to its B. third square. 
B. K.^ to his Kt. square. 

2S 
JV. Q. Kt. to its K. fourth square. 
B. K* to his Kt. second square. 

fV. Q. to adversary's Q B. second square^ to 

gain the move. 
B. K. to his Kt. square. 

24. 
W. Q. to adversary's Qi B. square^ and checks. 
J3. K. to his Kt. second square. 

25. 
W. Q. Kt. to adversary's K. B. third square. 
B. The Pawn is compelled to take it^ at the 

same time giving checkmate. 
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The following SITUATION occurred to two 

of Salv id's friends. 

Black. 

K. at his Q. R. square. 
Q. at her Kt. third square. 
Q. R. at its Q. square. 

Q. R. P. at its third square. 

Q. Kt. P. unmoved. ' 

K. P. at adversary's K. third square. 

White. 

K. at his adversary's K. fi. fourth square. 

Q. at adversary's K. square. 

Q. R. at adversary's K. R. square. 

Q. P. at adversary's Q. second square. 

Black to move. 

The game appears to be decidedly in favor 
of the White, but the player of the Black drew 
the game by a very skilful move ; 

1. 

JB. Q. to her. Kt. fourth square^ and checks* 
fF. K. to adversary's K. B. third square. 
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2. 
S. Q. to her B. third square, and checks. 
fV. K. to adversary's K. second square. 

3. 
B. Q. takes Q. P., and checks. 
/T. Q. takes Q. 

4. 
B. Rook takes Rook. 
fF. Q. to her third square. 

5. - 

B. Rook to its Q. B. square. 
ir. Q. takes K. P. 

6. 

B. Rook to its Q. B. third square^ and ensily 
draws the game. 

This is a remarkably instructive and well 
played Situation : none but a finished player 
would take the panin with hb Queen, 
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Another SITUATION. 

fFhite. 

K. at adversary's Q. Kt. fourth square. 

- Q. R. P. at adversary's Q. R. second square. 
Q. Kt. P. at adversary's Q. Kt. third square, 
Q. B. P. at adversary's Q. B. fourth square. 

Black. 

K. at his Q. Kt. second square. 
Q. R. at Q. B. square. 

-White won by the following moves : 

1. 
W. Q. B. P. one square, amd checks. 
B. Rook takes it. 

S. 

W. Q. R. P. becomes a Queen, and checks. 
B. K. takes the Q. 

3. 

W. K. takes Rook.' 

B. K. to his Q. Kt. square. 
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4. 
fF. Q. Kt. P. one square. 
B. K. to his Q. R. second square. 

5. 
fF. K. to adversary's Q. B. second square, and 
of course will easily win. 

Salvio has unaccountably fallen into error 
by saying that Black might have drawn the 
game by playing as follows : 

1. 

fV. Q. B. P. checks. 

B. K. to his Q. R. square, as Salvio directs. 

8. 

fF. Q. Kt. P. checks. 

B. K. takes Q. R. P. ; and, says Salvio, 
draws the game, because White cannot 
take the Rook without stalemating his 
adversary : and if White, instead of check- 
ing with his Queen's Knight Pawn, were 
to move his King, Black would equally 
draw the game by taking Q. B. P. with 
Rook, as White could not take with- 
out giving a stalemate. 

However, White may certainly win the game : 
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Ex. 

1. 

W. Q. B. P. checks. 

* B. K. to his Q. R. square. 

2. 
IV. Q. Kt. P. checks. 

B. K. takes Q. R. P. 

3. 

JV. Q. Kt. P. takes Rook, becomes a Knight, 

and checks. 

B. K. to his Q. Kt. square. 

A. 

IV. K. to adversary's Q. Kt. third square. 

B. K. takes Knight, or (a) 

4. 

(a)W. 

JB. K. to his Q. R. square. 

5. 
W, Knigkt to adversary's Q. R. second square. 
JB. K. to his Q. Kt. sqvare. 

6. 
W. The Pawn checks. 
JB. K. to hisQ.R. square. 

7. 
W. The Fawn becomes a Queea, or a Kook, and 

checkmatok 

White may equally win by making a Bishop instead of a 
Mmgki. 
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5. 
W. Q. B. P. to adversary's Q. B. second 

square^ 
B. K. to his Q. second square. 

6. 
W. K. to adversary's Q. Kt. second square^ &c* 
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Another SITUATION- 

White. 

K. act adversary's K. B. fourth square. 
Rook at adversary's Q. Kt. second square. 

K. Kt. P. at adversary 's K. Kt. third square. 

Black. 

K. at his Rook square. 

K. B. at adversary's Q. R. square. 

The White cannot win without sacrificing his 

pawn. 

Ex. 

1. 

W. K. to adversary's K. Kt. fourth square. 
B. Bishop to adversary's Q. fourth square. 

2. 
W. K. to adversary's K. R. third square. 
B. Bishop to its Kt. second square, and 
checks. 

S. 

White cannot take on account of stalemate ; 
he is therefore obliged to move his King, 
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and Black moves his Bishop to its King's 
fourth square, or to adversary's Queen's 
Rook square, See. ; but White may win 
by giving away his pawn. 

1. 
fF. The Pawn moves one square, and checks. 
B. The Bishop takes it. or (a J 

1. 
(aJfV. 

B. K. to his R. second square. 

2. 
IF. R. to its Q. Kt. square. 
. B. Bishop takes pawn, (or b) 

yVI WW » .•■•^•••. 

B. Bishop to adrenar/s Q. fourth sqoara, to preveol the 
Book from moTiogto its Kt. square. 

S. 
W, Rook to its Q. Kt. fourth souare. 

B. If Black take the pawn. White will check on K. R. file, 
and win as in Variation a ; and if Black, instead of 
taking the pawn, should move his Bishop to adrersary's 
K. B. second square. 

4. 
IF. Rook to its K. Kt. fourth square. 
B. Is compelled to move his K. to his Kt. square. 

5. 
W, K. to adversary's K. Kt third square. 
B. Bishop to adversary's Q. fourth square. 

6. 
IfL Must not take Bishop, hot move his Rook to iu K« founk 

square. 
B. Bishop iscoinpellcd to take the pawn. 
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2. 

fV. K. to adversary's K. Kt. third square: 

B. Bishop to its square* 

3. 
tV. Rook to adversary's Q. Kt. square. 

B. K. to his Kt. square. 

4. 

IV. Rook to adversary's Q. R. square. 
B. K. to his R. square. 

5. 

W. Rook takes Bishop, and checkmates. 

W. Rook to its square, and checks. 

jB. If Bishop interpose. White moTes his K. to ad- 
versary's K. B. third square, d?c. ; and if, in- 
stead of interposing, tiie Bishop Bhck play hb 
K. to hb Kt. square. 

4. . . 
W. K. to adterskry*s K. Kt. third square. 

B. K. to hbB. square. 

• 5. 
W. Rook to its K. B. square, and cheeks. 

B. K. to hb Kt. square. 

6. 
W, Rook to its Q. B. square, and wins easily. 

T. 

' IT. Rook to adversary's K. square, and ohecks. 
B. Bishop interposes. 

8. 
W. Rook to adversary's^Q., Q. B., Q. Kt., or Q. R. square. 
' B. K. tohisR. sqaare." 

9. 
TT, Rook takes Biibbp, aud girei At^ckinata. 



MI 
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K. at adrcEiny^s 0* BL fomm sijiiiR. 

Q. Kt. P. at adronix^s Q. Kt. tlurd Mjinre. 
Q*R.P.atadTenaiy*sQ.B. fiMDtli square 

K. at bis Q^ Kt. second square. 
Q. R. P. at iU third square. 

This game is drawn, the White being unable 

to win. Salvio does not point out the Black*s 

best moves ; but they are not difficult to find 

out. 

Ex. 

1. 
W. K.. to adversary's Q. third square. 
B. K. to his Q. Kt. square, or (a) 

(^)W. 

B. K. to hk Q. B. square. 

2. 
W. K. to adfenary's Q. B. third sqmre. 
B. K. to bk Q. Kt sqoare. 

R 
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2. 

W. K. to adversary's Q. B. third square. 
.B. K. to Q. B. square. 

3. 
W. Q. Kt. P. checks. 
B. K. to his Q. Kt. square, &c. 

3. 
W. Q. Kt P. one square. 
B. K. to his Q. IL second square* 

White cannot support the pawn without stalematbg his ad- 
versary. 
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SITUATION- 

K. at adversary's Q. B. fourth square. 
K. B. at its third square. 

Q. Kt. P. at adversary's Q. Kt. third square. 
Q. R. P. at adversary's Q. R. fourth 
square. 

Black. 

K. at his Q. R. square. 

Q. Kt. P. at its own square. 
Q. R. P. at its third square. 

This also is a drawn game, as White never 
can take Queen's Knight Pawn without losing 
his Bishop, and the Situation will then be simi- 
lar to the last 

If the White had a Knight instead of a Bishops 
he might win, but only by the following 
method : 

1. 
W. K. to adversary's Q. third square. 
B, K. to his Q. Kt. square. 

R 2 
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2. 

fF. K. to adversary's Q. second square. 
JB. K. to his Q. R. square. 

S. 
fF. Kt. to adversarj-'sK. fourth square. 
B. K. to his Q. Kt. square. 

4. 
fF. K. to adversary's Q. square. 
B. K. to Q. R. square. 

5. 
W. Kt. to adversary's Q. B. third square. 
B. Q. Kt. P. is compelled to take the Kt. 

6. 
JV. K. to adversary's Q. B, square, or second 

square. 
jB. Q. Kt. P. one square. 

7. 
W. Q. Kt. P. checks. 

B. K. to his Q. R. second square. 

8. 

JV. Q. Kt. P. becomes a Queen, and checkmates. 



?.% 
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SITUATION. 

mute. 

m 

K. at adrersary's Q. Kt. square. 
Q. R. at its Q. B. square. 

Q. Kt. P. at adversary's Q. Kt. second 
square. 

Black. 

K. at his Q. square. 

Q. R. at adversary's Q. R. second square. 

White has only one method of winning. 

1. 

IV. Rook to adversary's Q. B. fourth square. 
B. Rook to adversary's Q. R. square. 

2. 

IV. Rook to adversary's Q. fourth square, 

and checks. 
B. K. to his second square. 

3. 
JV. K. to adversary's Q. B. second square. 
B. Rook to adversary's Q. B. square, and 
checks. 
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4. 

W. K. to adversary's Q. Kt. third square. 

B. Rook to adversary's Q. Kt. square, and 

checks. 

5. 

W. Interposes his Rook, and^ of course, wins 

the game. 
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SITUATION. 

Black. 

K. at his Rook*8 second square. 
Q. at her Kt. fourth square. 
K. R. at its B. square. 

K. Kt. P. at adversary's K. Kt* third square. 
K. R. P. at adversary's K. R. third square. 

fThite. 
K. at his Rook's square. 
Q. P. at adversary's Q. second square. 

Black undertakes to checkmate in nine moves 
at most, under the stipulation of checking with 
one of his pawns, and checkmating the next 
move with the other : he engages also not to 
take the White pawn, even if it become a 
Queen. 

1. 

B. Q. to her B. third square, and checks. 
fF. K. to his Kt. square. 
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2. 

B. Q. to her Kt. third square, and checks. 
fV. K. to his R. square. 

S. 

B. Q. to her own square. 
IF. K. to his Kt. square. 

4. 

B. Rook to adversary's K. B. second square. 
fV. K. to his R. square. 

5. 

B. K. to his R. third square. 
Tf^. K. to his Kt. square. 

B. Q. to adversary's K. R. fourth square. 
/F. The Pawn becomes a Queen, or (a) 



. * i i- 



6. 

(a)S 

W. K. to liis R, square. 

7. 
jB. Q. to adT6neiy*8 K. & feurtk sqiutre. 
FT. The P. pushes to Queen. 

8. 
B. K. Kt P. checks. 
W. K. to his Kt^ square. 

B. K. R.P. gives cfaeclontile. 



B. K. R. P. checks. 
fV. K. to his R. square. 

B. K. Kt. P. gives checkmate. 
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7. 
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GAME. 

1. 

fF. K. P. two squares. 
B. The same. 

2. 
TV. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square; 

3. 
fT. K. B. to its Q. B. fourth square. 
B. The same. 

4. 
fF. K. to his Kt. square, and R. to its K. 

square. 
B. K. Kt. to its B. third square. 

5. 
IF. Q. B. P. one square. 
B. K. Kt. to adversary's K. Kt. fourth square. 

6. 
TV. Q. P. two squares. 
JB. K. P. takes it. 

7. 
JV. Q. B. P. takes K. P. 
B. Q. Kt. takes Q. B. P. 
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8. 

fV. K. Kt. takes Q. Kt. 

B: Q. to adversary's K. R. fourth square. 

9- 
W. K. Kt. to Its B. third square, or (a) or (b^ 

B. Q. takes K. B. P., and checks. 



(a) At the nifUh move, instead of moving K. Kt. to its B* 
third square. White may play as follows : 

W. K. R. P. one squiare. 

B. Q. takes K. B. P.» and checks. 

10. 
)K K. to his R. square. 

B. K. B. takes K. Kt. 

11. 
W, K. R. to its B. square. 

B. Q. P. two squares. 

If he were to take the Kt. either with his Q. or R. P., he 

would be checkmated very speedily, particularly in the latter 

case ; therefore 

12. 
W. K. P. takes Q. P. 

B. K. castles, and will win the game. 

(h) At the nhUh move, instead of K. Kt, to its B. third 
sfuare, or K. R. P. ime square. White ought to move, 

9. 
W. Q. B. to its K. third square. 
B. Q. takes K. R. P., and checks. 
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10. 

IV. K. to his R. square. 

B. Q. to adversary's K. Kt. square, and checks. 

11. 

tV. K. Kt or K. R. takes Q. 
B. K. Kt. to adversary's K. B. second square, 
and gives checkmate. 

White at the seventh move,' instead of taking 
K. P. with Q. B. P., may take K. B. P. with 
his K. B.y giving check ; and if Black take that 
Bishop, White ought to check with his K. Kt. 
on the adversary's K. Kt. fourth square, and 
afterwards take K. Kt. M^th his Queen. If 
Black should decline taking K. B., and, instead 
of it, should move his K. to his B. square. White 
must move his Q. B. to adversary's K. Kt. 
fourth square. 



^ 10. 

JV. K. to bis B. square. 

B. Q. to adversaiy's K, R. square, and checks. 

11. 

W. K. to his second square. 

B, Q. takes K. Kt. P., and thus gains three fawm for hi 
Q. Kt.y beside having an advantageous atuation. 
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At the seventh move, White may also play 
his K. R. P. one square ; and, after the Black 
has retreated with his 'Kt, White may take 
K. P. with his Q- B. P. 

At the eleventh move of Variation faj^ when 
Black plays his Q. P. two squares, White, in- 
• stead of taking it, ought to move his K. B.to 
his K. second square, and Black would have a 
bad game 5 therefore Black's tenth move, " K.B. 
takes Q. Kt." is, in reality, exceptionable ; he 
ought, instead of that move, to play his 

Q. to adversary's K. Kt. third square. 

11. 

fF. K. R. P. is obliged to take K. Kt. 
JS. K. B. takes K. Kt. 

12. 

fV. Q. takes K. B. or (a) 
B. Q. to adversary's K. R. fourth square, 
and checks. 



12. 



(a) W. Q. B. to its K. B. fourth square. 

B. Q. to adversary's R. fourth square, and checks. 
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13. 
W. K. to his Kt. square. 
B. Q. takes K. R., giving check, and after- 
wards Q. B., &c. 

13. 
W. Q. B. coven the check. 
B. K. B. to its K. fourth square. 

14. 
W. K. Kt. P. one square. 
B. The Bishop takes it. 

15. 
W. K. R. to its K. second square. 
£• Q. P. one square, and BUick has four pawns for 
his adversary's Knight. 
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GAME- 



1. 



JB. K. P. two squares. 
IV. The same. 

2. 
B. K. Kt. to its K. B. third square, 
W. Q. Kt. to its Q. B. third square. 

3. 
B. K. B. to its Q. B. fourth square. 
W. The same. 

4. 

B. K. to his Kt. square, and K. R. to its K. 

square. 
TV. K. Kt. to its K. B. third squajre. 

5. 
B. Q. B. P. one square. 
W. K. to his Kt. square, and K. R. to its K. 
square. 

6. 

B. Q. P. two squares. 
W. K. P. takes Q. P. ' 

7. 
B. K. P. one square. 
W. K, Kt* to adversary's K. Kt. fourth square. 
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GAME. 

B. K. P. two squares. 
fF. The same. 

2. 
B. K. Kt. to its B. third square. 
TV. Q. Kt. to its B. third square. 

3. 

B. K. B. to its Q. B. fourth square. 

rV. The same. 

4. 

B. K. to his Kt. square^ and R. to its K« 

square. 
fV. K. Kt. to its B. third square. 

5. 
jB. Q. B. p. one square. 
TV. K. to his Kt. square^ and R. to its K. 

square. 

6. 
B» Q» P. two squares. 
fF. K. P. takes Q. P. or (a) 

(a)B 

W. K. B. to its Q. Kt. third square. 
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7. 
B, K. P. one square. 
fF. K. Kt. to adversary's K. Kt. fourth square. 

OT fbj 

8. 
B. Q. B. to adversary's K. Kt. fourth square. 
fT. K. Kt. takes K. B. P., &c. 

7. 
B. Q. p. takes K. P. or (dj 
W. Q. Kt takes Q. P. 

(d) B. Q. P. one square. 
IT. Q. Kt. to it! square. 



7. 
(h) B. . . . . . 

W. Q. P. two aqoares. 

8. 
B. K. B. to adversary's Q. Kt. fourth square, and 
Black will recover his Pawn with a better situatioiu 
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GAME. 

1. 

W. K. P. two squares. 
B. The same. 

2. 

JV. K. B. to its Q. B. fourth square. 
B. The same. 

3. 
W. Q. to her K. second square. 
B. K. Kt. to its B. third square. 

4. 

W. K. B. takes K. B. P., and checks. 

B. K. takes the B. 

5. 

W. Q. to her B. fourth square, and checks. 

B\ Q. P. two squares. 

6. 
W. Q. takes K. B. 

B. K. Kt takes E. P. 

7. 

W. Q. to K. third square. 
B. K. Kt. to its B. third square, &a The 
Black has a very good game. 
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GAME. 

I. 

W. K. P. two squares. 
jB. The same. 

2.! 

W. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3; 

W. K. B. to its Q. B. fourth square. 
JB. K. Kt. to its B. third square. 

4. 

W. K. Kt. to adversary's K. Kt. fourth square. 
JB. Q. P. two squares. 

5. 
W. K. P. takes Q. P. 
B. K. Kt. takes K. P. 

W. K. Kt. takes K. B. P. 
B. K. takes Kt. 

7. 

W. Q. to her K. B. third square, and checks. 
B» K. to his third square. 

sa 
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8. 

fT. Q. Kt. to its B. third square. 
B. Q. Kt. to its K. secoild square. 

9. 
fV. K. to his R. square, and R. to its K. square. 
B. Q. B. P. one square. 

10. 
fF. Q. P. two squares* 
B. K. to his Q. third square^ 

11. 

IV. Q. Kt. takes K. Kt. 
B. K. Kt. takes Q. Kt. 

12. 

fF. K. B. takes Kt. 
B. Q. B. P. Ukes K. B. 

13. 

W. K. R. takes K. P., and White will win the 
game easier than if he take K. P. with his 
Q. P., giving check. 



FIRST VARIATION of this GAME. 

% 
1. 

W, K. P. two squares. 
fi. The same. 
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W. K. KU to itsB. third sqiuwe^ 
B. Q. Kt* to its B. third square. 

a. 

W. K. B. to its Q. B. fourth square. 
B. K, Kt. to its B, third square^ 

4. 
W. K. Kt. to adversary's K. Kt. fourth square. 
B. Q.P, tu)0 squares. 

5. 

W. K. P. takes Q. P. 

B. Q. Kt. to its R. fourth square. 

6. 
JV. K. B. to adversary's Q. Kt. fourth square, 

and checks. 
B. Q. B. to its Q. second square. 

7. 
JV. Q. to her K. second square, and White will 
have the best of the game. 



SECOND VARIATION of this GAME, 

1. 

W. K. P. two squares. 
B. The same. 
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2. 
W. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

3. 
W. K. B. to its Q, B. fourth square. 
B. K. Kt. to its B. third square. 

4. 
W. K. Kt. to adversary's K. Kt. fourth square, 
B. Q. P. two squares. 

5. 
W. K. P. takes Q. P. 
B. K. Kt. takes K. P. 

6. 
W. K. Kt. takes K. B. P. 
B. K. takes Kt. 

7. 
W. Q. to her K. B. third square , and checks. 
B. K.to his third square. 

8. 
W. Q. Kt. to its B. third square. 
B. Q. Kt. to adversary's Q. Kt. fourth square. 

9. 
TV. K. to his Kt. square, and R. to its K. 

square. 
jB. Q. B. p. one square. 

10. 
TV. K. B. to its Q. Kt. third square, and then 
Q. R. P. one square, &c. 
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THIRD VARIATION of this GAME- 

1. 

W. if. p. two squares. 
B. JTie same. 

W. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

d. 

W. K. B. to its Q. B. fourth square. 
B. K. Kt. to its B. third square. 

4. 

W. K. Kt. to adversary's K. Kt. fourth square. 
B. Q. P. tux> squares. 

5. 
W. K. P. takes Q. P. 
B. K. Kt. takes K. P. 

6. 

W. K.Kt. takes KB. P. 
B. K. takes Kt. 

7. 

W. Q.toherK. B. third square, and checks. 
B K. to his third square. 

8. 

W. Q. Kt.toitsB. third square.] 
"U. Q. Kt. to its K. second square. 
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9- 
#W. K. to fas R. square, andR. toUs K. square. 

B. Q. B. P. one square. 

10. 

"W. Q. P. two squares. 

B. K. to his Q. third square. 

11. 

B. Q. B. P. takes Q. Kt. 

12. 

^. Q. P. takes K. P., and checks. 

B* K. to his Q. B. third square, or {a) 



11. 

(a)W. 

B. K. to his Q. B. second square. 

12. 

\V. K. P. one square. 
B. Q. P. takes K. B. 

13. 

W. Q. B. to its k. B. foarth square^ and checks, 
B. K. to his Q.&t. third square* 

14. 

W. Q. R. to iU Q. square. 
£• Q. to K. square* 



SALVio. 265 

13. 
TK Q. to her B. third square. 
B. Q. P. takes K. B, or (b) 

14. 
fV. Q. takes the P., and checks. 
B. Must lose. 

Salvio does not continue this game. — The 
following moves appear calculated to win it 
tpeedily : 

15. 

W. Q. to her K. third square, and checks. 
B. K. toJiis Q. B. third square. 

16. 
}V. Q- R. to adversary's Q. third square, and . 

checks. 
B. K. to his Q. B. second square, (c) 



(h)W. 

B. Q. P. one square. 

14. 
W. Q. cheAi at her K. B. third tquare, or letiret to 
her Kt. third square. 
(e) If be should move his King to his Q. KL fourth kjubfc, 
jou must move your Queen to his K. fourth square, and lie 
cunot aToid being checkmated. 
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17. 
JV. Q. to adversary's Q. B. fourth square^ and 

checks. 
B. Kt. interposes. 

18. 
W. Q. R. to adversary's Q. second square, and 
checkmates. 
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GAME. 

1. 

fV. K. P. two squares. 
B. The same. 

W. K. B. P. two squares. 

B. Q. Kt. to its B. third square. 

3. 
W. K. Kt. to its B. third square. 
B. K. B. to its Q. B. fourth square. 

4. 
JV. K. B. P. takes K. P. 
B. Q. Kt. takes K. B. P. 

5. 

W. K. Kt. takes Q. Kt. 
B. Q. to adversary's K. R. fourth square, and 
checks. 

6. 
JV. K. Kt. P. one square. 
B. Q. takes K. P., and checks. 

7. 
W. Q. to her K. second square. 
B. Q. takes K. R. 
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8. 

B. K. castles. 

fF. Q. R. P. one square. 

9. 
B. K. R. P. one square. 
IV. K. R. P. two squares. 

10. 
B. K. R. P. takes K. Kt. 
fr. K. R. P. takes K. R. P. 

11. 
B. K. Kt. to adversary's K. Kt. fourth square. 
TV. Q. to her K. B. third square. 

12. 
B. K. B. takes K. B. P., and checks. 
fV. K. to his second square, and afterwards Q. 
to her K. R. third square. 

If at the tenth move, instead of K. Kt. 
to adversary's K. Kt. fourth square, White 
were to 'move Q. B. to adversary's K. Kt. fourth 
square, Black would recover the advantage he 
had lost by pushing the K. B. P. one square. 

At the eleventh move, if White were to take 
K. B. P, with the Kt. instead of taking it with 
the B., Black would move his K. R. to adver- 
sary's K. R. square, and check, then check 
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GAME. 

-B. K. P. two squares. 
IV. The same. 

2. 

-B. K. B. to its Q. B. fourth square, 
IV. The same. 

3. 

B. K. Kt. to its 6. third square. 
JV. Q. P. one square. 

4. 
B. Q. P. one square. 
JV. K. Kt. to B. third square. 

5. 

B. Q. B. P. one square. 
JV. Q. to K. second square. 

6. 

B. Q. Kt. P. two squares. 

W. K. B. to its Q. Kt. third square. 

7. 
JB. Q. R. P. two squares. 
JV. K. Kt. to adversary's K. Kt. fourth square 
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GAME. 

JV. K. P. two squares. 

B. The same. 

12. 

TF. K. B. to its Q. B. fourth square. 

B. The same. 

3. 

W. Q. to her K. second square. 

B. Q. Kt. to its B. third square, {a) 

4. 
JV. Q. B. P. one square. 

B. Q. P. one square. 

5. 
TV. Q. P. one square. 

B. Q. to her K. second square. 

6. 

IV. K. B. P. two squares. (Jb) 

B. Q. B. to its Q. second square. 

(a J Q. moved to her K. second square would be preferable, 
as demonstrated in the following Variation, beginning at the 
fourth move of the White. 

(b) If the White's Queen were not at her K. second square. 
Black might take K. Kt. with the K. B., and push K. R. P. 
two squares on the next move. 
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7. 
JV. K. Kt. to its B. third square. 
B. K. to his Q. Kt. square^ and R. to its K. 
square. 

8. 
JV. K. B. P. one square. 
B. K. Kt. P. one square. 

9. = ^ • ^1^ 

JV. K. Kt. P. two squares. ■ ' " 

B. K. R. P. two squares. 

10. 
JV. K. Kt. to adversary's K. Kt. fourth square. 
B. K. Kt. to its R. third square. 

11. 
JV. K. R. P. one square. 
B. K. B. P. one square. 

12. 
JV. K. Kt. to adversary's K. third square. 



VARIATION of this GAME. 

1. 

W. K. P4 two squares. 
fi. T%e same. 

T 



^74 SAtvio. 

2. 
W. K. B. to Us Q. B. fourth square. 
B. TJie same. 

S. 
W. Q. to her K. second square. 
B. Q. £t. to its B. third square. 

4. 
fV. K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

5. 
/f^. Q. to her B. fourth "square, and checks. 
B* K. to bis square. 

6. 
fV. Q. takes K. B., and wins a Pawn. 
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GAME. 

1. 

jy. K. p. two squares. 
B. The same. 

q 

IV. K. B. to its Q. B. fourth square. 

B. The same. 

3. 
JV. Q. B. P. one square. 

JB. The same, (a) 

4. 
W. Q. to her K. second square. (A) 

B. K. Kt. to its K. second square, (c) 

(a) Thb b a highly exceptionable move ; instead of it, the 
Queen ought to be moved to her K. second square. 

(h) Salvio has not directed the White to avail himself of 
his adversary's error : White may play much better, ex. gr. 

4. 

W. Q. P. two squares (instead of Q. to K. second square). 

B. K. P. ukes Q. P. 

5. 
W. K. B. takes K. B. P., and checks. 

B. K. takes K. B. 

6. 
W. Q. to adversary's K. R. fourth sqnare, pving check. 

B. K. Kt. P. one square. 

7. 
W. Q. takes K. B.> and White has a much better game. 

(c) This is also a bad move, though ii should seem that 



276 SAtvio. 

5. 
IF. Q. P. one square. 
B. The same. 

6. 
IV. K. B. P. two squares. 
B. K. P. takes P. 

7. 
IV. Q. B. takes K. P. 
B. K. Kt. to its third square. 

8. 
IV. Q. B. retires to its K. third square. 
B. K. B. takes K. B. 

9. 
JV. Q. takes B. 
B. K. Castles. 



Salvio knew iwt how to profit by this mistake. White ought 
to move AS follows : 

5. 
W. K. B. takes K. B. P., and checks. 
B. K. takes K. B. 

W, Q. to her B. fourth square, and checks. 
B. Q. P. two squares. 

7. 
W. Q. takes K. B. 
B. Q. P. takes K. P. 

8. 
W. Q* takes K. P«» tod White ought to win thegant. 



/ 
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10. 

JV. K. Kt. to its 6, third square. 

B. Q. B. to its K. third square, and Black has 
a very good game, says Sa lvio ; but the 
superiority of the Black's position is 
certainly not obvious, and the White's 
pieces appear to be equally well situated. 
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GAME. 

1. 

IF. K. P. two squares. 
B. The same. 

2. 

fV. K. B. to its Q. B. fourth square. 
B. The same. 

3. 
JK Q. to her K. second square. 
B. K. Kt. to its B. third square. 

4. 
fr. Q. B. p. one srpiare. 
B. K. to his Kt. square, and R. to its K. 
square. 

5. 
IV. Q. P. one square. 
B. Q. B. P. one square. 

6. 
JV. Q. B. to adversary's K. Kt. fourth square. 
B. Q. P. two squares. 

7. 
IV. KB. to its Q. Kt. third square. 
B. Q. P. takes K. P. 
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8. 



/T. Q. P. takes Q. P. 



Both games appear equally well opened ; but 
White ought certainly to takeQ. P. with K. P., 
instead of retiring K. B. to Q.' Kt. third square^ 
(Move?.) 



^0 
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GAME. 

1. 

B. K. P. two squares. 
fF. The same. 

2. 
jB. K. B. to its Q. B. fourth square. 
ff^. The same. 

3. 
B. K. Kt. to its B. third square. 
fr. The same. 

4. 
B. K. Kt. takes K. P. 
fF. Q. P. two squares. 

5. 
B. K. P. takes Q. P. 

fF. K. to his Kt. square, aftd R. to its K. 
square. 

6. 
jB. K. to his Kt. square, and R. to its K. 

square, or faj 
fV. K. B. takes K. B. P., and checks. 

(aj If, instead of castluig. Black should move his Q. P. 
second square^ White ought to play ia the following manner : 
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7. 
B. K. takes K. B. 
W. K. R. takes K. Kt. 

8. 

B. K. R. retakes R. 

fV. K. Kt. to adversary's K. Kt fourth square, 
and checks. 

9- 

B. K. to his Kt. square. 
rv. K. Kt. takes K. R., &c. 

The three last moves of the White are skilful, 
and Salvio seems to have inserted this Game 
merely to introduce them : nevertheless, the 
Black has the better game, for he has seven 
pawns to six, and his situation is not inferior. 
After the White has taken the King's Rook 
(Move 9), Black ought to move his Q. to her 
K. second square. 

> r ' ' •' ' " ■■■■■■■ ■ ■ ■■■■ ■■ 

6. 
W. K. B. takes Q. P. 

7. 
B. Q. takes B. 

W. Q. Kt. to its B. third square, which forces Kt. and Pawn, 
and gifes White a superior situation. 
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GAME. 

1. 

B. K. P. two squares. 
tf^. The same. 

2. 

B. K. Kt. to its B. third square. 
fV. K. B. to its Q. B. fourth square. 

3. 
J?. Kt. takes K. P. 
H^. Q. to her K. second square. 

4. 
B. Q. P. two squares. 

TV. K. B. to adversary's Q. Kt. fourth square, 
and checks. 

5. 
B. Q. B. P. one square. 
fF. K. B. to its Q. II. fourth square. 

6. 
B. K. B. P. one square. 
fF. K. B. P. one square. 

7. 
JB* K. Kt. to its Q. B. fourth square, and 
l^lack will reniaiu with a pawn more. 
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VARIATION of this G A ME, 

Beginmng at the fourth move of the White. 

1. 
B. K. P. tvDo squares. 
W. JTie same. 

2. 

B. IL Kt. to its B. third square. 
W, K. B. to its Q. B.Jourth square, 

3. 
B. Kt. takes K. P. 
W. Q. to her K, second square. 

■4. 

B. Q. P. two squares. 
IV. Q. P. one square. 

5. 

B. Q. P. takes K. B. 
fV. Q. takes K. Kt. 

6. 

B. Q. P. takes Q. P. 

fV. Q. takes K. P., and checks. 

7. 

B. Q. B. to its K. third square. 
fK Q. B. P. takes P. 
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8. 

B. Q. takes Q. B. P. 

tV. Q. takes Q. B. P., and the game will be 
equal. 



Another VARIATION of this GAME, 

Beginning at thefourihtnoveqfthe fVhite. 

1. 

B. JRl. p. ttoo sqiuires. 
W. The same. 

o 

B. K. Kt. to its B, third square, 
W. K. B. to its Q. B, fourth square. 

3. 
B. Kt. takes K. P. 
W. Q. to her K, second square. 

4. 
B. Q. P. two squares. 
fV. K, B. to its Q. third square. 

5. 

B. K. B. P. two squares. 
JV. K. B. P. one square. 
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6. 
£. K. Kt. to its Q. B. fourth square. 
H^. Q. takes K. P., and checks. 

7. 
B. K. to his B. second square. 
jr. K. B. takes K. B. P. 

8. 
B. Q. Kt. to its B. third square. 
JV. Q. to her K. B. fourth square. 

B. K. B. to its Q. third square. 

IV. Q. to her K. Kt. fourth square. 

10. 

B. R. to its K. square, giving check, and 
Black has a better game, as his pieces 
are very advantageously posted. 

If Black were to check (at the 6th move) 
with the Queen, instead of retiring K. Kt. to its 
Q. B. fourth square, White would gain a piece 
by interposing with the K. Kt. P. 
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GAME. 

1. 

B. K. P. two squares. 
/F. The same. 

2. 

B. K. Kt. to its B. third square. 
ff\ Q. Kt. to its B. third square. 

3. 

J5. K. B. to adversary's Q. Kt. fourth square. 

Jr. K. B. to Its Q. B. fourth square. (Da- 
MT ANO directs White to move Q. P. one 
square, in order to support the K. P. ; 
but Lopez is of opinion that K. B. to its 
Q. B. fourth square is a better move. 
{Note by Salvio.) — The Editor coin- 
cides in opinion with Lopez. 

4. 

B. K. B. takes Q. Kt. 
fF. Q. P. takes B. 

5. 
B. K. Kt.takesK.P. 
rr. K. B. takes K. B. P., and checks. 
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6. 
B. K. takes K. B. 

JV. Q. to adversary's Q. fourth square, and 
checks. 

7. 
B. K. to his own square. 
/F. Q. takes K. Kt-, and White has a good 
game. 
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GAME. 



1. 

'IV. K. p. two squares. 
B. K. P. one square. 



o 



JV, Q. P. two squares. 
B. Q. B. P. one square. 

3. 
JV. K. B. to its Q. third square. 
B. K. B. to its K. second square. 

4. 
W. K. Kt to its B. third square. 
B. The same. 

5. 
IV. K. R. P. two squares, 
y?, K. to his Kt. square, and R. to its K. 
square. 

6. 
W. K. P. one square. 
B. K. Kt. to its Q. fourth square. 

7. 
n\ K. B. takes K. R. P., and checks. 
B. K. takes B. 
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8. 

IV. K. Kt to adversary's K. Kt. fourth square, 

and checks. 
B. K. B. takes K. Kt. or {a) 

9. 

fV. K. R. P. takes B., and checks with K. R. 
B. K. to his Kt. third square, or (Jb) 



(b) At the eighth move, instead of taking K. Kt. with K. B., 
Black may play the following moves : 

8. 
B. K. to his Kt third square, or (*) 

9. 

W. K. R. P. one square, and checks. 
B, Cannot avoid being checkmated. 

8. 

(^ B. K. to bis Kt. square. 

9. 

YT. Q. to adversary's K. R. fourth square. 
B. K a takes K. Kt. 

10. 

W. K. R. P. takes B. 

9. 
(h) B. K. to his Kt. square. 

u 
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10. 

IV. Q. to adversary's K. R. fourth square, and 
checks. 

B. K. to his B. fourth square. 

]L 

IV. Q« to her K. R. third square, and checks. 

jB. K. to his Kt. third square, or to adversa- 
ry's K. fourth square, and cannot avoid 
checkmate the ensuing move. 

The moves of the White are remarkably skil- 
ful, and the attack exceedingly well conducted. 



10, 
W. Q. to adversary's K. R. fourth square. 
B. K. B. P. one square. 

11. 
IK. Q. to adversary'* K. R. square, and checks. 
B. K. to his B. second square. 

12. 
W, P. one square, to adversary's K. Kt. third sqaare, 

and. checks. 
B. K. takes P., or retires to bis second square; in 
either of which cases he may be inimediatelj 
checkmated. 
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GAME. 

1. 

IV. K. p. two squares. 
B. K. P. one sqiiare. 

2. 
W. Q. B. P. one square. 
B. The same. 

3. 

fF. Q. P. two squares. 

B. K. B. to its K. second square. 

TV. K. B. to its Q. third square. 
B. K. Kt. to its B. third square. 

JV. K. Kt. to its B. third square. 
B. K. to his Kt. square, and R. to its K. 
square. 

6. 

JV. K. R. P. two squares. 
jB. Q. P. two squares. 

7. 
IV. K. P. one square. 

B. K. Kt. to adversary's K. fourth square. 

U 8 



• •■•* 
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8. 
fF* Q. to her K. second square. 
B. K. B. P. two squares. 

9. 
IV. K. Kt. P. one square. 
-B. Q. B. P. one square. 

10. 
W. K. R. to its Kt. square. 
B. Q. B. P. one square. 

11. 
TV. K. B. to Its Q. B. second square. 
B. Q. Kt. to its B. third square. 

12. 
JF. K. Kt. to its R. second square. 
£^ Q. B. to its Q. second square. 

13. 
IV. K. B. P. one square. 
B. K. Kt. takes K. Kt. P. 

14. 
W. K. R. takes K. Kt. 
B. K. B. takes K. R. P. 

15. 
W. Q. to her K. B. second square. 
B. K. B. takes K. R. 

16. 
W. Q. takes K. B., and must win the game. 



B. Or P- tw'j ii^iaro. 



FT. K. P.o« wsE* 
B. Q. P. CQC vvvsst^ 

ff ' K. B- P* tiro MBSsrsi- 
A Q. Bu P- tv':» wuarst- 

/r. K. Kt- to h* B ^'rc wxvsgrt 
B. Qr Kt- » hi K- r^ri f^rjvssr^ 

^. Q. P. ooc «;=;iJ*:- 
B. K. P. oot KjuiTt- 

/T. K- B. to :tt iL ^r'-i-'-wi wutrt 
£• Q. Kc P. oBt M.£2». 

W. K. Kt. to adrcTtar} \ K Kt. i'-^uri* i^^uatf*. 
B. Q. B. to iu Kt. icocnxd ^jufe/t. 
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8. 
W. K. B. to its third square. 
B. Q. to her second square. 

W. K. to his R. square, and R. to its B. square. 
B. K. R. P. one square. 

10. 
W. K. Kt. to its R. third square. 
B. K. Kt. P. one square. 

11. 
W. Q. B. P. one square. 
B. K. to his Q. Kt. or B. square, and R. to 
its Q. square. 

This Game appears to be exceedingly ill 
played. 
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GAME. 

JV. K. P. two squares, 

B. Q. P. two squares. 

S 
JV. K. P. one square. 

B. Q. P. oue square. 

3 

JV. K. B. P. two squares. 

JB. Q. B. P. two squares. 

4. 

JV. K. Kt. to its B. third square. 

JB. Q. Kt. to its B. third square. 

5. 
JV. Q. P. one square. 

JB. K. P. one square. 

6. 

JV. Q. Kt. to its Q. second square. 
B. K. B. P. two squares, or {a) 



(a) Instead of pushing K. B. P. two squares. Black may play 
the following moves : 

6. 
B. Q. toberB. second square. 
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7. 
W. K. Kt. to adversary's K. Kt, fourth square. 
B. K. Kt. P. oue square. 

8. 
JV. K. R. P, two squares. 
B. K. R. P. one square. 

9. 
TV. Kt. retires. 
B. K. R. P. one square. 

7. 
W. Q. Kt. to its K. fourth square. 
B. K. B. P. two squares. (*) 

8. 
W. Q. Kt. to its K. Kt. third square, and both games are 
equally good. 

{^) According to the present system, this pawn ought to he taken 
ea patsanU 
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GAME. 

1. 

JV. K. P. two squares. 

B. Q. P. two squares. 

2. 
JV. K. P. one square. 

B. Q. P. one square, 

3. 

TV. K. B. P. two squares. 
B. Q. B. P. two squares. 

4. 
JV. K. B. to its Q. B. fourth square. 
B. K. P. one square. 

5. 
JV. K. Kt. to its B. third square. 
B. Q. Kt. to its B. third square. 

6. 
JV. Q. R. P. one square, or (a) 
B. K. R. P. one square. 

6. 
(a) JV. K. Kt. to adversary's K. Kt. fourth square. 
B. K. R. P. ooe square. 

7. 
IV. Q. to adversary's K. R. fourth square. 
B. K. Kt. P. one square. 
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7- 
JV. Q. P. one square. 
B. Q. to her B. second 9quare. 

8. 
JV. Q. Kt. to its Q. second square. 
B. Q. B. to its Q. second square. 

9. 
W. Q. Kt to its K. fourth square. 
B. K. to Q. R. square, and R. to Q. B. 

square^ and both games are equally 

good. 



8. 
W. Q. to her K. R. third square. 
B. K. B. to its K. second square. 

9. 
W. K. Kt. to its K. fourth square. 
B. K. B. P. two squares. 
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GAME. 

1. 

JV. K. P. two squares. 
B. Q. P. two squares. 

2. 

TV. K. P. takes Q. P. 
B. Q. takes P. 

3. 

JV. K. Kt. to its K. second square. 
B. Q. B. to its K. B. fourth square. 

4. 
JV. Q. Kt. to its B. third square. 
B. Q. to her second square. 

5. 
7F. Q. P. two squares. 
B. K. P. one square. 

6. 

JV. K. Kt. to its third square. 

B. Q. B. to its K. Kt. third square. 

7. 

JV, K. B. to its Q. B. fourth square. 
B. K. Kt. to its B. tliird square. 
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8. 
JV. K. to his Kt. square, and R. to its K. 

square. 
B. K.B. to its K. second square. 

9. 

IV. Q. P. one square. 

B. K. P. takes Q. P. 

10. 

/r. a Kt. takes K. P. (a) 

B. K. to his R. square, and R. to it« K. 

square. 

U. 

W. Q. B. to its K. B. fourth square. 

B. Q. Kt. to its R. third square. 

12. 
W. Q. Kt. takes K. B., and checks. 
B. K. R. takes Q. Kt. 

13. 
TV. K. R. takes R. 
B. Q. takes R., &c. 

The moves of the Black are certainly ill 
played, and the Game, upon the whole, is badly 
opened. 

(a) If White take K. P. with the Bishop, Black will force 
an exchange of Queens, by pushing Q.B. P., and have a good 
game. 
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THE KING'S GAMBIT. 

1. 

JV. K. P. two squares. 
B. The same. 

fi. 
JV. K. B. P. two squares. 
B. P. takes P. 

3. 
JV. K. Kt. to its B. third square. 
B. K. Kt. P. two squares. 

4. 
TV. K. B. to its Q.v B. fourth square. 
B. K. Kt. P. one square. 

5. 
JV. K. Kt. to adversary's K. fourth square. 
B. Q. to adversary's K. R. fourth square, an4 
checks. 

6. 
JV. K. to his B. square. 
B. K. Kt. to its R. third square. 

7. 
JV. Q. P. two squares. 

J8. P. one square to adversary's K, B. third 
square. 
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8. 

/r. K. Kt. P. takes P. 

B. Q. to adversary's K. R. third square, and 
checks. 

9. 

W. K. to his 6. second square. 
jB. Q. p. one square. 

10. 

fr. Q. B. takes K. Kt. 
B. Q. P. takes K. Kt. 

11. 

IF. Q. B. takes K. B. 
B. R. takes B. 

12. 

rF. Q. p. takes K. P. 

B. Q. takes K. B. P., and checks. 

13. 

fV. Q. takes Q. 

B. K. Kt. P. takes Q. 

14. 

fr. K. takes P. 

B. K. B. P. two squares. 
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VARIATION of this GAME, 

Beginning at the eighth move of the White. 

I. 

W. Jf. P. two squares. 
B. The same. 

2. 
W. K. B. P. two sqiiares, 
B. P. takes P. 

3. 
W. K. Kt. to its B. third square. 
B. K. Kt. P. two squares. 

4. 
W. K.B.to its Q. B. fourth square. 
B. K. Kt. P. one square. 

5. 
W. K. Kt. to adversary's K. fourth square. 
B. Q. to adversary's K. R. fourth square, and checks. 

6. 
W. K.to his B. square. 
B. K. Kt. to its R. third square. 

7. 
W. Q. P. two squares. 
B. P. one square to adversary's K. B. tJdrd square. 

8. 
fF. K. Kt. P. one square. 
B. Q. to adversary's K. R. third square, and 
checks. 
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9- 
W. K. to his B. second square. 
B. Q. to adversary's K. Kt. second square, and 
checks. 

10. 

JV. K. to his third square. 
-B. K. B. P. one square, {a) 



10. 

(•)W. 

JB. Q. P. one square. 

11. 

W. K. B. to its square. 
B. Q. takes R. 

12. 

W. K. B. to adversary's Q. Kt fourth square^ audi 

checks. 
B. Q« B. P. interposes. 

13. 

W. B. takes P., and checks. 
^. Q. Kt. P. takes B. 

IF. Q. takes Q.,&c. 

B^ Although the Black has lost hb Queen, he has, in 
my opinion, a good game ; for, by taking the 
K. Kt. with his Q. P., he gets tArff pieces for her. 
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11. 
W. K. Kt. to its Q. third square. 
B. K. Kt. to its B. seco)i4 square. 

* • 

12. 
W. Kt. to its K. B. fourth square. 
B. K. B. to its R. third square. 



X 
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SECOND GAMBIT. 

1. 

fV. K. P. two squares. 
B. The same. 

2. 
fF. K. B. P. two squares. 
B. K. P. takes P. 

S. 
fV. K. Kt. to its B. third square. 
B. K. Kt. P. two squares. 

4. 
fF. K. B. to its Q. B. fourth square. 
B. K. Kt. P. one square. 

5. 
fF. K. Kt. to adversary's K. fourth square. 
B. Q. to adversary's K. R. fourth square^ and 
checks. 

6. 
IV. K. to his B. square. 
B. K. Kt. to its R. third square. 

7. 
fF. Q. P. two squares. 
B. Q. P. one square. 
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8. 
W. K. Kt to its Q, third square. 
B. P. one square to advcrsaiy's K. B. third 
square. 

9. 
tV. K. Kt. P. one squsure. 
B. Q. to her K. second square. 

If, instead of retiring the Q. to her K. second 
square, Black were to move his Q. to the ad^ 
versary's K. R. third square/ giving check, 
White should retire his K. to his own square ; 
and then, if Black should move his Q. to ad- 
versary's K. Kt. second square. White miist 
move his K. Kt. to its B. second square, and 
afterwards his K. B. to its own square, thus 
forcing the Queen. 



X2 
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THIRD GAMBIT. 

1. 

IF. K. P. two squares. 
B. The same. 

Q 

IF. K. B. P. two squares. 
B. P. takes P. 

3. 
fF. K. Kt. to its B. third square. 
JB. K. Kt. P. two squares. 

4. 
JV. K. R. P. two squares. 
B. K. Kt. P. one square. 

5. 
JV. K. Kt. to adversary's K. fourth square. 
B. K. R. P. two squares, or faj 

(a) IfatUie fifth inove,itistead of pushing K.R.P. two squares, 
BUck were to move the Q. to her K. second square. White 
must not take K. Kt. P. with his Kt., because Black would 
have a better game by pushing Q. P. or K. B. P. two squares ; 
but White must move lib Q. P. two squares, and, if Black 
should then push his Q. P. one square. White may take 
K. Kt. P, with his Kt. without any danger. 
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6. 
JV. K. B. to its Q. B. fourth square. 
B. K. Kt. to its R. third square. 

7. 
W. Q. P. two squares. 
B. Q. to her K. B. third square. 

8. 
JV. Q. Kt. to its B« third square. 
B. Q. B. P. one square. 

9. 
JV. K. B. to its Kt. third square, or its Q. 

third square. 
B. Q. P. one square, and Black has the best 
of the Game. 



.^<^ 
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FOURTH GAMBIT. 

1. 

fV. K. P. two squares. 
B. The same. 

S. 
IV. K. B. P. two squares. 
B. K. P. takes P. 

3. 
JV. K. B. to its Q. B. fourth square. 
J3. K. B. P. two squares. 

4. 
fV. K. P. takes K. B. P., or pushes K. P. or {a) 
B. Q. to adversary's K. R. fourth square, and 
checks. 

4. 
f4) W. K. B. takes K. Kt. 

B. Q. to adversary's K. R. fourth square, and checks. 

5. 
W. K. to his B. square. 
B. R. takes B. 

6. 
W. K. Kt. to its B. third square, or K. P. takes K. B. P. 
6. Q. to her K. B. third square, and Black m ill by 
thb move preserve the advantage of a pawn. 
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5. 

JV. K. to his B. square. 

B. K. P. one square to adversary's K. B. third 

square. 

6. 

TV. K. B. takes K. Kt. 

B. K. P. takes K. Kt. P., and checks. 

7. 
IV. K. takes P. 

jB. K. R. takes B., and Black has a much better 

game than his adversary. 



VARIATION of this GAME, 

Beginning at the fourth move qf the fVhite» 

1. 
W. K. P. two squares. 

B. T%e same. 

W. K. B. P. tux> squares. • 

B. K. P. takes P. 

If White abotild take K. B. P. with K.P., Salvio's aisei^ 
tioD^appears to be incorrect ; u in that case, after Black has 
■nted bis Q. to his K. B. third square. White nay check with 
his Queen, and then take his Rook's Pawn ; tfans not only 
gaming a pawn, but materially improring his situation. 



312 SALTIO. 

d. 

W. K. B.toiti Q.B.fimrth iqwtre. 
B. £.B.P^two$quare$. 

4. 

W. Q. to her K. second square. 
B. K. B. P. takes K. P. 

5. 

IV. Q. takes P.^ and checks, (a) 
Ji. Q. interposes. 

6. 

fF. Q. takes Q. 
B. K. Kt. takes Q. 



fc) Thn move n, perbaps, an bstance of greater careleasoeaB 
in Salvio than is to be found in any other part of his treatise ; 
and it is astonishing that so excellent a pkiyer should have 
overlooked the moye which the White ought to play : mstead 
of taking K. B. P. and checking. White should more, 

5. 
IF. Q. to adversary's K. R. fourth square, and diecks. 
B. » obliged to move K. Kt. P. one square. 

6. 

fV. Q. to adversaries K. fourth square^ checkiog, and attack. 

11^ K. R. 
fi. Must lose K« IL, ^^ 
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7. 
JV. Q. P. two squares. 
B. K. Kt. to its third square. 

8. 
JV. K. B. to its Q. third square. 
B. Q. Kt. to its B. third square. 

9. 
tV. Q. B. P. one square, or (Jb) 
B. Q. Kt. to its K. second square. 

(b) W. K. B. takes K. Kt. 
jB. K. R. p. takes K. B. 

10. 
W. Q. B. P. one square. 
B* K. B. to its Q. third square. 

11. 
Ff^.'X. Kt. to B. third square. 
J3. Q. Kt. to K. second square, &c. 



^Aiy 



- w . 



;L^ . 'Jui r2L sidusrc. and 



V .''* . 



«-(«) 



r. * 



*u».iL 



SALVIO. 315 

6. 
H^. K. to his B. second square. 
B. K. B. to its Q. B. fourth square, and 
checks, or (A) 

7. 
JV. Q. P. two squares. 
B. K. B. to its Q. Kt. third square. 

8. 
ff^. K. B. to its Q. B. fourth square. 
B. K. Kt. to its K. second square. 



6. 
W. K. Kt. to its B. third square. 
B, Q. to her K. second square. 

7. 
W. Q. P. two squares. 

B, The same. 

8. 
W, K. P. one square, &c. White has by much the better 
game of the two. 

6. 
(h) B. K. B. to its K. second square. 

7. 
W. Q. P. two squares. 

B. K. Kt to its B. third square. 

8. 
W. K. B. to its Q. B. fourth square. 
B. Q. P. two square^*, &c. 
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JV. K. B. takes K. B. P., and checks. 
B. Cannot take the Bishop, and the White 
has therefore the better game. 

Tlie fifth and sixth moves of the White arc 
exceedingly skilful. In the variations of the 
King's Gambit, the attacking player may fre- 
quently improve his situation by allowing his 
King's pawn to be taken by the Queen. 
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KINGS GAMBIT. 

1. 

IV. K. P. two squares. 
B. The same. 

3. 

JV. K. B. P. two squares. 
B. K. P. takes it. 

3. 

JV. K. Kt. to its B. third square. 
B. K. Kt. P. two squares. 

4. 
fV. K. B. to its Q. B. fourth square. 
B. K. B. to its Kt. second square. 

5. 
W. K. R. P. two squares. 
B. K. R. P. one square. 

6. 

IV. K. R. P. takes K. Kt. P. 
B. K. R. P. takes P. 

7. 
JV. R. takes R. 
B. B. takes R. 
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8. 
W. K. Kt. to its R. second square. 
B. Q. to her K. second square. 

9. 
JV. Q. to adversary's K. R, fourth square. 

B. K. B. to its Kt. second square. 

10, 
IV. Q. Kt. to its B. third square. 
jB. Q. B. p. one square. 

11. 
JV. K. Kt. to its B. third square. 
JB. K. B. to its R. third square. 
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QUEEN'S GAMBIT. 

1. 

W. Q. p. two squares. 
B. The same. 

fV. Q. B. P. t\7o squares. 
B. Q. P. takes Q. B. P. 

3. 
W. K. P. two squares. 
B. Q. Kt P. two squares. 

4. 

IV. Q. R. P. two squares. 
B. Q. B. P. one square. 

5. 

W. Q. R. P. takes Q. Kt. P. 
B. Q. B. P. takes P. 

6. 

fV. Q. Kt. P. one square. 
B. The saqie. 

7. 
IV. Q. Kt. P. takes P. 
B. Q. R. P. two squares. 
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8. 
IV. Q. B. to its K. B. fourth square. 
B. Q. Kt. to its Q. second square. 

9. 
fV. K. Kt. to its B. third square. 

B. K. B. P. one square. 

10. 
IV. Q. P. one square. 
B. Has a crowded and bad game. 

SALviohasnot observed, that the Queeu\ 
Gambit*s pawn should never be defended. 
Against a skilful opponent, a player who defends 
the Queen's Gambit's pawn cannot avoid losing 
the gsune. 
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ANOTHER METHOD OF PLAYING Tim 

QUEEN'S GAMBIT. 

1. 
IF. Q. P. two squares. 
B. The same. 

S. 
fi^. Q. B. P. two squares. 
B. Q. P. takes Q. B. P. 

3. 
W. K. P. one square. 
B. Q. Kt. P. two squares. 

4. 
ly. Q. R. p. two squares. 
B. Q. B. P. one square. 

5. ■ 
fF. Q. R. P. takes Q. Kt. P. 
B. Q. B.P. tokesP. 

6. 
fT. Q. to her K. B. third square, and Black 
cannot avoid losing a piece. 
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4N0TBER METHOD OF PLAYING THE 

QUEEirS GAMBIT. 

1. 
W. Q. P. two squares. 
J5. The same. 

JV. Q. B. P. two squares. 
B. Q. P. takes P. or (a) 



2. 
(e) Bm Q. B. P. two squares. 

This move constitutes the Qmira GmnKtto. 

3. 
W. Q. Kt. to its B. third squan. 
B. K. P. one square. 

4. 
W. K. Kt. to iU B. third square. 
B. Q. Kt. to its B. third square. 

5. 
W. K. P. one s^^uare. 
B. K. Kt. to its B. third square. 

6. 
W. Q. R. P. one square. 
B. Q. R. P. two squares. 
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3. 
W. K. P. one square. 
jB. Q. Kt. P. two squares. 

4. 
JV. Q. R. P. two squares. 
B. Q. B. to its Q. second square. 

5. 

JV. Q. R. P. takes Kt. P. 
B. B. takes P. 

JV. Q. Kt. to its B. third square, or Q. Kt; P. 
one square, and White will have a good 
game. 

7. 
W, Q. Kt. P. one square. 
fi. The same. 

There seems to be no advantage on either nde, but the 
game b badly opened : and in the Contra Oinnbitto, as Salvio 
calb it (that is, when both parties play the Gambit), the^rtf 
player appears to have the superiority, and to be able to pre- 
serve it. 
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ANOTHER METHOD OF PLAYING THE 

QUEEN'S GAMBIT. 

I. 

fF. Q. E, two squares. 

B. The same. 

2. 
JV. Q. B. P. two squares. 

B. Q. B. P. one square. 

3. 
IV. Q. Kt. to its B. third square. 

B. K. P. one square. 

fF. Q. B. P. one square, or (a) or (i) 
B. Q. Kt. P. one square. 

4. 

(a) W. K. P. one square. 

B. K. B. to adversary's Q. Kt fourth square^ 

5. 
W. Q. B. to its Q. second square. 

B. K. Rt to its B. third square. 

IV. K. B. P. one square. 

B. K. to its Kt. square, and R. to its K. square . 

7. 
W, Q. R. P. one square. 

B. K. B. to its K, second square. 

8. 
W. Q. B. P. one square. 
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5. 

JV. Q. Kt. P. two squares. 
B. Q. R. P. two squares. 



i^i»— ^ ■ » I 



4. 

f *J TF. K. P. one square. 

£• K. B. to its K. second square, 

6. 

W, Q. B. P. one square, 
B. Q. Kt. P. one square. 

6. 

W, Q. Kt. P. two squares. 
B. Q. R. P. two squares. 

7. 

TF. Q. Kt. to ito R. fourth square. 
B. Q. Kt. to its Q. second square. 

8. 

TF. Q. Kt. P. one square. 
B. Q. B. P. takes Q. Kt. P. 

9. 

W. K. B. takes Q. B. P. 
B. Q. Kt. P. tokes Q. B. P. 

10. 

TF. Q. Kt. ukes Q. Kt. P. 
B. K. B. takes Q. Kt 

11. 

W. Q. P. takes B. 

B. Q. to her B. second square. 

la. 

TF. Q. B. to its R. third square, and has a very good game. 
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6. 
JV. Q. Kt. to its R. fourth square. 
B. Q. Kl. to its Q. second square. 

7. 
fV. Q. R. P. one square. 
J5. Q. R. P. takes Q. Kt. P. 

8. 
JV. Q. R. P. takes P. 
B. Q. Kt. P. one square. 

9. 
W- Cannot save his Knight. 
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ANOTHER METHOD OF PLAYING THE 

V 

QUEEN'S GAMBIT. 

1. . 
fT. Q. P. two squares. 
B. The same. 

S. 

IF. Q. B. P. two squares. 
B. Q. B. P. one square. 

3. 
IV. Q. Kt. to its B. third square. 
B. K. P. one square. 

4. 
IF. K. P. one square. 
B. K. B. to its K. second square. 

5. 
W. Q. B P. one square. 
B. K. P. one square. 

6. 
»^. Q. P. takes K. P. 

B. K. B. takes Q. B. P.> and both games ap 
pear equal. 
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GAME. 



m 

!• 
W. K, P. two squares. 
B. The same. 

2. 

W. K. Kt, to its B. third square. 

B. Q. Kt. to its B. third square. ^ 

3. 

W, K. B. to its Q. B. fourth square. 
B. The same. 

4. 

W, K. to his Kt. square; and R. to its K. 

square. 
B. K. Kt. to its B. third square. 

5. 

W. Q. B. P. one square. 
-B. K. to his Kt. square^ and R. to its K. 
square. 

6. 
W. Q. P. two squares. 
B. P, takes P. 
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7. 
/r. K. Kt. to adversary's K. Kt. fourth 

square. 
B. R. to its B. square, or (fl) or {bj 



. 


7. 


Caj B. 


R. to its K. second square. 

8. 
K. P. one square. 


W. 


B. 


Q. P. two sqi^res. 




9. 


W. 


K. P. takes Kt. 


B. 


R. takes R. 




10. 


W. 


Q. takes R. 


B. 


Q. P. takes K. B. 




11. 


W. 


K. Rt. to its K. fourth square. 


B. 


K. B. to its Q. Kt. third square. 




12. 


W. 


Q. B. to adversary's K. Kt. fourth square, ao 




White has the superiority. 



{h) B. Q. P. two squares. 

W. K. P. takes Q. P. 
B, R. ukcs R. 



7. 
8. 

9. 



W. Q. takes R. 

B. K. Kt. takes K. P. 

10. 
W. Q. to her K. fourth square, &c. 
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8. 
B. Q. P. 6ne square. 
fT. Q. takes it. or (b) or (e) or (rf) 

£. K. Rt. to ltd K. R. fourth square. 
IF. K. to bis Kt. second square. 

10. 
B. K. Kt. to adversary's K. B. fourth square, and 

checks. 
W, Loses irretrievably. 



8. 
(b) W. Q. B. P. takes Q. P. 

9. 
£. K; B. to its Q. B. fourth square, &c. 
W, Must lose the game. 

8. 
(e) W. Q. to her K. B. second square. 

9. 
B, Q. Kt. to its Q. second square. 

W. K. Kt. to adversary's K. B. fourth square."^ 

10. 
B, Q. takes Q. 
W. K. takes Q. 

11. 
JB. K. B. to its Q. B. fourth square. 
W, K. to bis Kt. second square. 

12. 
B, K. Kt. P. one square, &c. 

9. 
• W. K. B. takes Q. P. 

10. 

B. K. B. to its Q. B. fourth square. 

M\ Q. to iier K. Kt. second fiquare (or K. second squarCi or 
K« B. square.) 

"11. 
B, K. Kt. to its K.R. fourth square. 

W. Cannot prevent his adversary from moving that Kt. to his 
Bihhop's fourth square, and iias therefore a bad game. 
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9. 

B. K. Kt. to its K. R. fourth square. 

fV. Q. to adversary's Q. Kt. fourth square, and 

checks. 

10. 
J8. Q. Kt. to its Q. second square. 

W. K. R. to its Kt. square. 

11. 
J5. K. B. to its Q. B. fourth square. 
JV. K. R. to its K. Kt. second square. 

12. 
B. K. Kt. to adversary's K. B. fourth square. 
fV. Must lose the game. 

The White's defeat proceeds from his Q. P. 
heing kept at home by the Black's uncommon- 
ly skilful move of the Q. P. one square (Move 
the eighth) ; therefore when Black plays Q. B. 
to adversary's K. Kt. fourth square (Move 
the fourth), White ought to move Q. P. one 
square; and if Black do not immediately take 

8. 
(d) W. Q. to her K. Kt. second square. 

9. 
B. K. B. to its Q. B. fourth square. 

W. K. B. takes Q. P. 

10. 

B. K. Kt. to its K. R.. fourth square, &c. 
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*' This Opening is nearly similar to the last," 
says Salvio ; but it appears, on the contrary, 
to be infinitely superior to it, for Black cannot 
play K. Kt. P. tMro squares, tvith any hopes of 
success. 

4. 

B. K. Kt. P. two squares. 

IV. Q. B. to its K, Kt. third squate. 

5. 

B. K. P. to adversary's K. third square. 

IV. In the last Opening, White cannot gain 
that pawn ; but in this, he may easily 
win it^ by moving his Queen to her 
third square, Black being unable to 
move his Queen to her King's second 
square, on account of White's Q. Kt., 
which would take Queen's Pawn and 
then King's Pawn, &c. 
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FOURTH OI*£NlNG. 



1. 

B. K. p. two squares. 

IV. K. P. one square* 

2. 
B. K. B. to its Q. B. fourth square, or (a) 

IV. Q. to adversary's K. il. fourth square. 

2. 
(^n^ J3. Q. Kt. to its B. third square. 

W. Q, to adversary's K. R. fourth square, ("or bj 

3. 
JB. K. Kt. to its B. third square. 

W. Q. to her K. R. fourth square, for c) 

4. 
B. K. B. to its K. second square. 

W. Has a very bad game. 



2. 
3. 

4. 



C*J W. Q. B. P. one square. 

B, Q. P. two 8qaa^es. 
W, The same. 

B, K. P. one square. 
W, Q, B. P. one square. 

White has a very good game. I think that Black, instead of 
moving Q. P. two squares (Move the third), ought to move K. P. 
one square. 

If Black, instead of K. P. one square (Move the fourth), should 
take Q. P. with K. P., White must teke with bis K. P. to mike way 
for his Q. B. 

Z 2 
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3. 

B. Q. to her K. second square. 
W. Q. Kt. to its B. third square. 

4. 

B. K. Kt. to its B. third square. 
fT. Q. to her K. R. fourth square. 

5. 

B. Q. B. P. one square. 
fF. K. P. one square. 

6. 

B. Q. P. one square. 
fT. The same. 

7. 

B. K. B. to adversary's Q. Kt. fourth square. 
fr. Q. B. to its Q. second square, &c. 

s. 

(e) W. Q. to adTentary's K. Kt. fotirth aqaare. 

4. 

B, K. R. P. one square. 

W. Q. to her K. Kt. third square. 

5. 

B. Q. P. two squares. 

IT. K. Kt to its B. third square. 

6. 

J. K. Kt. to adrersarj's K. fourth squarei &c. 
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This Opening is very favorable to the White ; 
but it arises from the Black's playing roost in- 
judiciously his K. B. to its Q. B. fourth square, 
(Move the second.) It appears to ine, that, 
if Black had played almost any other move, 
White could not, with any propriety, play his 
Queen to adversary's King's Rook fourth 
square. 



Si3 
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FIFTH OPENING. 

1. 

p. Kf P- two squares. 
fV. K. P. one square. 

2. 
B, Q. P. two squares. 
H^. Q. P. two squares. 

3. 
B. K. P. one square. 
IV. Q. B. P. two squares. 

4. 
jB. Q. B. p. one square. 
fV. Q. B. B. takes Q. P. 

5. 
B. Q. B. P. takes Q. B- P. 
fV. Q. to her R. fourth square, and checks. 

6. 
B. Q. Kt. interposes at B. third square. 
fV. Q. Kt. to its B. third square. 

7. 
jB. Q. to adversary's K. R. fourth square, and 

checks, (aj 
JV. K. Kt. P. one square. 

(a) This is a very bad move. 
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8. 
B. Q. to her own square. 
fT. K, B. to adversary's Q. Kt. fourth square* 

9. 
B. K. Kt. to its K. second square. 
IV. The same. 

10. 

* « 

B. Q, B. to its K. third square. 
fF. K. Kt. to its B. fourth square. 

11. 

JB. Q. R. P. one square. 

rV. If K. B. take Q. Kt., K. Kt. must take 
K. B. ; and if White move K. B. to its 
K. second square, Black may move 
K. Kt. to its third square. 

The White has a good game, but Black has 
played remarkably ill : if he had played pro- 
perly, White must have lost a pawn, and his 
situation would, beside, be very inferior to his 
adversary's. 

1. 

B. K. P. two squares. 
■ Jr. K. p. one square. 



S^ SALVIO. 

2. 
B. Q. P. two squares. 

fF. The same. 

3. 

B. Q. to adversary's K, R. fourth square. 

fF. K. Kt. P. one square. 

4 
B. Q. to adversary's K. fourth square. 
fF. K. Kt. to its B. third square. 

5. 
B. Q. B. to adversary's K. Kt. fourth square. 
fF. K. B. to its Kt. second square, or (a) or (b) 



5. 

^ fa) IV, K. B. to its ^. sccood square. 

6. 
B. K. P. takes Q. P. 

W. Cannot take K. P. without losing either K. Kt. or 

K.R. 

■»■■■' ■■■■! 

5. 

(b) W. K. to his B. second square. 

6. 
B. Q. B. takes K. Kt. 

W. Q. takes Q. B. 

7. 
B. Q. takes Q. B. P., and checks. 

\ W. K. B. to its K. second square. . " 

S. 
B, K. P. one square. 

IF. Has a very bad game. 
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6. 
B. K. P. takes Q. P. 

fF. Cannot take K. F. with any of his pieces ; 
and were he to take with his Queen, 

7. 
JB. Q. B. takes K. Kt, and wins a piece, &c. 
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The followiog Games were played by two Gentlemeo 
who have a predilection for this Gambit, and who rank as very 
good Players : they are here iaserted, from a belief that they 
•re likely to assist the Amateur in acquiriog a successful Sys- 
tem of Defence against the exceedingly powerful Attack which 
the Sacrifice of the King's Knight gives the Gambit Player. 



FIRST GAME. 

1. 

li, K. P. two squares. 
/r. The same. 

2. 

JB. K. B. P two squares. 
/r. K. P. takes it. 

3. 

B. K. Kt. to its B. third square. 
Jr. K. Kt. P. two squares. 

4. 

JB. K. B. to Q. B. fourth square. 
jr. K. Kt. p. one square. 

5. 

B. K. castles. 

/r. K. Kt. P. takes K. Kt. 
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6. 

B. Q. takes K. Kt. P. at K. B. third square. 
JV. K. B. to its R. third square. 

r. 

jB. K. p. one square. 

ff^. Q. Kt. to it^ 1$. third square. 

B. Q. B. P. one square* 
J^t Q* to %.. s^copd square. 

9. 
B. Q. to adversary's Q. fourth square* 
JV. Q. Kt. takiBs K. P. 

10, 

JB. K. B. to Q. Kt. tl^ifd square. 

JV, K. Kt. tp 13. third sq^are. 

11. 

B. Q. to adversary's Q, Kt. fourth square. 
JV. Q. B. P. on^squarie. 

la. 

JB. Q. to K. second square. 
JV. K. P. one square to adversary's K. B. third 
square. 

IS. 

jB. K. Kt. P. takes K. P. 

JF. K. R. to its Kt. square, and checks. 
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U. 

B. K. to his R. square. 
W. Q. P. two squares. 

15. 

B. Q. Kt. to its R. third square. 
fV. Q. Kt. to K. Kt. third square. 

16. 

B. Q. to K. B. second square. 

JV. Q. Kt. to adversary's K. B. fourth square. 

17. 

B. Q. R. to its K. square. 

tV. Q. B. to its K. third square. 

18. 

B. Q. to her fourth square. 

W. Q. Kt. to adversary's K. R. third square* 

19. 

B. Q. to K. R. fourth square. 
W. K. B. to Kt 'fourth square. 

20. 

B. Q. to her R. fourth square. 
IV. K. B. takes Q. R 

81. 

jB. K. R. to B. square. 

TV. Q, to her B. fourth square. 



/ 



V 
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as. 

B. Q. to her fourth square. • t. 

fr. Q. takes Q. 

23. 

B. Q. B. P. takes Q. 
rV. K. B. takes Q. B. 

24. 

B. Q. R. takes K* B. 
FF. K. to Q. second square. 

25. 

B. K. Kt. P. one square to K. B. fourth 

square. 
fF. Q. B. to adversary's K. Kt. fourth square. 

26. 

B. Q. R. to Q. B. third square. 

IV. K. Kt. to adversary's K. fourth square. 

27. 

B. Q. R. to K. Kt. third square. 

fV. Q. B. to adversary's K. second square. 

28. 

B. K. R. to K. square. 
fF. Q. B. to adversary's K. B. third square, 
and checks. 
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B: Q. R. takes Q. B. 

fV. Q. Kt. checks at adversary's K. B. second 

square. 

30. 
B. Q. R. takes it. 

fT. K. Kt. takes Q. R., giving checkmate. 



SECOND GAME. 

1. 

B. K. P. two squares. 
tf^. The same. 

B. K. B. P. two squares. 

rV. K. P. takes it. 

3. 

jB. K. Kt. to its B. third square. 

IF. K. Kt. P. two squares. 

4. 

B. K. B. to Q. B. fourth square. 

fV. K. Kt. P. one square. 

5. 
B. K. castles. 

fr. K. Kt. P. takes K. Kt. 



/ 
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6. 
B. Q. takes K. Kt. P. atK. B. third square. 
JV. K. B. to its R. third square. 

7. 
B. Q. B. P. one square. 
/f^. Q. Kt. to B. third square. 

8. 
B. Q. P. two squares. 
IV. Q. to K. second square. 

JB. K. P. one square. 
JV. Q: Kt. takes K. P. 

10. 
JB. Q. P. takes Q. Kt. 
W. Q. to her B. fourth square, and checks. 

II. 
JB. K. to his R. square. 
JV. Q. takes K. B. 

12. 
jB. Q. Kt. to its R. third square. 
JV. Q. to her B. third square. 

13. 
JB. Q. to adversary's K. R. fourth square. 
JV. Q. to K. Kt. third square. 

14. 
JB. Q. to K. B. third square. 
JV. K. Kt. to K. second sqfuare. 



/ 
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» 15. 

JB. Q. Kt. to adversary's K. Kt. fourth square. 
fF. K. to Q. square. 

16. 

B. Q. B. takes K. P. at K. B. fourth square. 
fF. K. B. takes Q. B. 

17. 

B. Q. takes K. B. 

fV. K. R. to its Kt. square. 

18. 

B. K. R. to its B. second square. 
fV. Q. R. P. one square. 

19. 
B. Q. Kt. to its Q. fourth square. 
fV. Q. Kt. P. one square. 

20. 

B. K. Kt. P. one square. 

fF. Q. B. to its Kt. second square, and checks. 

B. K. to his Kt. square. 

fF. K. R. to its Kt. second square. 

22. 

B. Q. to adversary's K. B. third square. 
fF. K. to his square. 
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23. 

B. Q. R. to K. B. third square. 
fF. Q. 6. to Q. fourth square. 

S4. 

B. ,Q. Kt. P. one square. 
fF. Q. B. P. two squares. 

25. 
B. Q. B. P. one square. 
fT. Q. B. P. takes Q. Kt. 

26. 

B. Q. B. P. takes Q. B. 
JV. K. Kt. takes Q. B. P. 

27. 
B. Q. to K. B. third square. 
W. Q. to B. third square. 

28. 
B. K. P. one square. 
JV. Q. P. takes it. 

B. Q. R. to K. square. 
JV. Q. R. to Q. B. square. 

SO. 
B. Q. R. to adversary's K. fourth square. 
JT. Q. Kt. to adversary's K. third square. 

Aa 
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B. Q. R. takes Q. Kt. 

TV. Q. to adversary's Q. B. square, and checks. 

32. 

B. K. to his Kt second square. 
IV. P. takes Q. R. 

S3. 

B. K. R. to its B. square. 
fV. Q., to adversary's Q. second square, and 
checks. 

34. 

B. K. to his R. third square. 
fV. P. one square. 

35. 

B. K. R. to its B. square. 

IV. Q. to K. R. square, and checks. 

36. 

B. K* to his Kt. second square. 
fV. P. one square, becomes a Knight, and 
checks. 

37. 

B. Loses his Q. and the game. 
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THIRD GAME. 

1. 
jB. K. p. two squares. 
W. The same. 

2. 

B. K. B. P. two squares. 
W. K. P. takes it. 

3. 

B. K. Kt. to B. third square. 
W. K. Kt. P. two squares. 

4. 
B. K. B. to Q. B. fourth^square. 
fV. K. Kt. P. one square. 

5. 

B. K. castles. 

IV. K. Kt. P. takes K. Kt. 

6. 
B. Q. takes K. Kt. P. 
W. Q. to K. second square. 

7. 
B. Q. P. two squares. 
W. Q. Kt. to B. third square. 

8. 
B. Q. B. P. one square. 
W. Q. Kt. to K. fourth square. 

AaS 
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9. 
B. Q. P. takes it. 

fV. Q. to her B. fourth square, and checks. 

10. 
B. K. to R. square. 
fT. Q. takes K. B. 

11. 
B. Q. B. takes Gambit'* Pawn.' 
fF. K. B. to its R. third square. 

12. 
B. Q. Kt. to Q. second square. 
/F. Q. to K. third sqoare^ 

IS, 
B. Q. Kt. to its third square. 
fV. Q. P, one square. 

14. 

B. Q. Kt. to its Q. fourth square. 

TV. Q. to adversary's K. Kt. fourth square. 

15. 
B. Q. P. takes Q. P. 
fF. Q. takes Q. 

1«. 
B. K. R. takes Q. 
W. K. B. takes Q. B. 

17. 
B. K. R. takes K. B. 
fV, Q. B. P. takes Q. P. 
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18. 

jB. Q. Kt. to adversary'! Q. Kt. fourth square. 
W. K. to his second aquare. 

19. 
B. Q. R. to Q. square. 
TV^ Q. B. to K. third square. 

90. 

B. Q. Kt. takes Q. B. P. on the adversary's Q. 

third square. 

TV. Q. R. to Q. square. 

SI. 
B. K. P. one square. 

TV. K. Kt. to R. third square. 

JB. Q. B. P. one square. 
TV. Q. Kt. P. one square* 

23. 

B. Q. Kt. P. two squares, 
TV. K. R. to Kt. square* 

24. 
B* Q- B. P. one square. 

TV. K. R. to its Kt. fourth square. 

25. 
B. Q. R. to K. square. 

TV. K. Kt. to its B. fourth square. 

26. 

JB. K. R. P. one square. 

TV. K. Kt. to adversary's K. Kt. third square, 

and checks. 
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* 15. 

B. Q. Kt. to adversary's K. Kt. fourth square. 
fF. K. to Q. square. 

16. 

B. Q. B. lakes K. P. at K. B. fourth square. 
fF. K. B. takes Q. B. 

17- 

B. Q. takes K. B. 

fV. K. R. to its Kt. square. 

18. 

B. K. R. to its B. second square. 
fV. Q. R. P. one square- 
ly. 
jB. Q. Kt. to its Q. fourth square. 
fT. Q. Kt. P- one square. 

20. 

B. K. Kt. P. one square. 

IV. Q. B. to its Kt. second square, and checks. 

221. 

B. K. to his Kt. square. 

fV. K. R. to its Kt. second square. 

22. 

B. Q. to adversary's K. B. third square. 
^' K. to his square. 
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28. * 

£. Q. R. to K. B. third square. 
fT. Q. 6. to Q. fourth square. 

B. ,Q. Kt. P. one square. 
fy. Q. B. P. two squares. 

25. 
B. Q. B. P. one square. 
ff. Q. B. P. takes Q. Kt. 

26. 

B. Q. B. P. takes Q. B. 
fr. K. Kt. takes Q. B. P. 

27. 
B. Q. to K. B. third square. 
W. Q. to B. third square. 

28. 
B. K. P. one square. 
W. Q. P. takes it. 

B. Q. R. to K. square. 
PF. Q. R. to Q. B. square. 

SO. 
B. Q. R. to adversary's K. fourth square. 
fV. Q. Kt. to adversftry't K. third square. 

Aa 
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31. 

B. Q. R. takes Q. Kt. 

IV. Q. to adversary's Q. B. square, and checks. 

32. 

B. K. to his Kt. second square. 
IV. P. takes Q. R. 

33. 

B. K. R. to its B. square. 
fV. Q.,to adversary's Q. second square, and 
checks. 

34. 

B. K. to his R. third square. 
IV. P. one square. 

35. 

B. K. R. to its B. square. 

fV. Q. to K. R. square, and checks. 

3G. 

B. K. to his Kt. second square. 
JV. P. one square, becomes a Knight, and 
checks. 

37. 
B. Loses his Q. and the game. 
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THIRD GAME. 
1. 

B. K. P. two squares. 
PF. The same. 

2. 
B. K. B. P. two squares. 
fF. K. P. takes it. 

3. 
B. K. Kt. to B. third square. 
fF. K. Kt. P. two squares. 

4. 
B. K. B. to Q. B. fourth^square. 
fF. K. Kt. P. one square. 

5. 
B. K. castles. 
fV. K. Kt. P. takes K. Kt. 

6. 
B. Q. takes K. Kt. P. 
fT. Q. to K. second square. 

7. 
B. Q. P. two squares. 
fF. Q. Kt. to B. third square. 

8. 
B. Q. B. P. one square. 
fV. Q. Kt. to K. fourth square. 

AaS 
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9. 
B. Q. P. takes it. 

JV. Q. to her B. fourth square, and checks. 

10. 
B. K. to R. square. 
W. Q. takes K. B. 

11- 
B. Q. B. takes Gambit's Pawn.' 
W. K. B. to its R. third square. 

12. 
JB. Q. Kt. to Q. second square. 
W. Q. to K. third sqoare* 

13. 
B. Q. Kt. to its t^ird square. 
JV. Q. P. one square. 

14. 

B. Q. Kt. to its Q. fourth square. 

JV. Q. to adversary's K. Kt. fourth square. 

15. 
B. Q. P. takes Q. P. 
JV. Q. takes Q. 

16. 
B. K. R. takes Q. 
JV. K. B. takes Q. B. 

ir. 

B. K. R. takes KB. 
JV, Q. B. P. takes Q. P. 
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18. 

B. Q. Kt. to adversapy'i Q. Kt fourth 9(|uare. 
fF. K. to his second 3quare. 

19. 
B. Q. R. to Q. square. 
TV, Q. B. to K. third square. 

90. 
B. Q. Kt. takes Q. B. P. on the ad^rsary's Q. 

third square. 
TV. Q. R. to Q. square. 

B. K. P. one square. 

fV. K. Kt. to R. third square. 

B. Q. B. P. one square. 
TV. Q. Kt. P. one square. 

23. 

J5. Q. Kt. P. two square^, 
PT. K. R. to Kt. square* 

24. 
3. Q. B. P. one square. 

fF. K. R. to its Kt. fourth square* 

25. 
B. Q. R. to K. square. 

fF. K. Kt. to its B. fourth square. 

26. 

B. K. R. P. one square. 

fV. K. Kt. to adversary's K. Kt. third square, 

and checks. 
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27. 
B. K. to R. second square. 
fF. Q. B. to Q. fourth square. 

28. 

JB. K. R. to its B. second square. 

fr. Q. R. to its K. Kt. square. ' 

B. Q, B. P. to adversary's Q. B. third square. 
fF. K. Kt. to its B. fourth square. 

30. 
B. Q. Kt. takes it, and checks. 
W. K. R. takes Q. Kt. 

31. 
B. Q. R. to K. second square. 
fF. K. R. takes K. R. 

B. Q. R. takes K. R. 

IF. Q. B. takes the P. on its third square, and 
has the better game. 
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The JoUowing Game is extracted frcm a very valuable 
TVeatise published at Modena, in 1769, and said to 
be written by Dr. Ercole del Rio, It is a well played 
GamCf and exempJ^ies the powerful attack acquired by 
suffering the Knight to be captured; thus, tending to 
establish the truth of tlds position : ** That, \fthe Ita- 
lian method qf castling be aUowed, the attack will 
prove irresistible.'* 

1. 

J5. K, P. two squares. 

IV. The same. 

S. 

B. K. B. P. two squares. 

/T. K. P. takes it. 

3. 
B. K. Kt. to B. third square. 
IF. K. Kt. P. two squares. 

4. 
B. K. B. to Q. B. fourth square. 
fV. K. Kt. P. one. square. 

5. 

B. King to Rook's square, and Rook to B.'s 

square. 

IF. K. Kt. P. takes K. Kt. 

6. 
B. Q. takes K. Kt. P. 

fF. Q. to K. second square. 
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7. 
B. Q. Kt to fi. third square. 
fT. Q. to her B. fourth square. 

8. 
B. K. fi. takes K. B. P., and checks. 
ff^. K. to his second square. 

9- 
B. K. B. takes K. Kt. 
W. K. R. takes K. B. 

10. 
B. Q. Kt. to adversary's Q. fourth square, and 

checks. 
fT. K. to his Q. square. 

11. 

B. Q. P. two squares. 

/F. Q. takes it. 

12. 

B. Q. B. takes Gambit's Pawn, and Black 

must win the game. 



FIRST VARIATION, 

Beginning at the seventh move qfthe White, 

1. 
B. K.P. two squares. 

W. The same. 



i 
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2. 
B. K. B. P. two squares, 
W. K. P. takes it. 

S. 

B. K. Kt. to B. tJurd square. 
W. K. Kt. P, two squares. 

4. 
B. K.B. to Q. B. fourth square. 
W. K. Kt. P, one square. 

5. 

B. King to Rook's square^ and Rook to B.*s square, 
W. K. Kt. P. takes K. Ki. 

6. 
B. Q. takes K. Kt. P. 
W. Q. to K. second square. 

7' 
B. Q. Kt. to B. third square. 

fV. Q. B. P. one square. 

8. 

B. Q. P. two squares. 

IV. Q. P. one square. 

9. 

B. Q. B. takes Gambit's Patra. 
JV. Q. Kt. to Q. second square. 

10. 
B. Q. B. takes Q. P. 
IV. Q. takes Q. B. 
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11. 

B. K. B. takes K. B. P., and checks. 
W. K. to Q. square. 

12. 

B. K. P. one square. 

fT. Q. to K. second square. 

13. 

B. K. P. one square. 

fF. Q. Kt. to its third square. 

14. 

B. Q. P. one square. 
JV. Q. B. Pawn takes it. 

15. 

B. Q. Kt. takes Q. B. P. 
fr. Q. Kt. takes Q. Kt. 

16. 

jB. Q. takes Q. Kt., and checks. 
fV. K. to his Q. B. second square. 

17. 

B. Q. to adversary's K. fourth square, and 

checks. 
fV. Must lose the King's Rook, and the game. 
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SECOND VARIATION, 

Beginning at the seventhmove of the White* 

\. 
B. K. P. ttvo squares. 
W. The same. 

2. 

B. K, B. P. two squares. 
W. K, P. takes it. 

S. 

B. K. Kt. to B third square. 
W. K. Kt. P. two squares. 

4. 

B. K.B, to Q. B. fourth square. 
W. K. Kt, P. one square. 

5. 

B. ISng to Rook'sjsquare, and Rook to B.*s square. 
W. K. Kt. P. takes K. Kt. 

6. 
B. Q. takes K. Kt. P. 
W. Q. to K. second square. 

7. 
B. Q. Kt. to B. third square. 
IV. K. Kt. to R. third square. 
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8. 
B. Q. P. two squares. 
fV. K. B. to its Kt. second square. • 

9. 
B. Q. B. takes Gambit's P. 

fV. Q. P. one square. 

10. 
jB. Q. B. takes K. Kt. 
fV. K. B. takes Q. B. 

11. 
B. Q. to adversary's K. R. fourth square. 
fF. Q. to her K. Kt. fourth square. 

12. 
B. Q^ takes K. B. P., and checks. 
ff^. K. to Q. square. 

15. 

B. Q. Kt to adversary's Q. fourth square. 
JV. Q. to her K. Kt. second square. 

14. 
B. Q. Kt. takes Q. B. P., and Black will win 
the game. 

N. B. Black ought certainly to move his 
Queen's Knight to the adversary's Queen's 
fourth square, instead of his Queen to the ad- 
versary's K. R. fourth (Move Uth). 



/ 
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THIRD VARIATION, 

Beginning at the seventh move of the White, 

B. K. P. two squares, 
W. The same, 

2. 
B. K,B, P. tux> squares, 
W. K. P, takes U, 

3. 

B. K, Kt. to B, third square, 
W. K. Kt, P. two squares. 

4. 
B« K. B. to Q. B. fourth square, 
W. K» Kt, P, one square, 

5, 

B. King to Rook's square, and Rook toB.*s square, 
W. K. Kt.P, takes K.Kt, 

6. 

B. Q. takes K, Kt. P. 
W, Q, to K, second square. 

7. 

B. Q. Kt, to its B. third square, 
IV. K. B. to its R. third square. 
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8. 
JB. Q. P. two squares. 
fF. Q. B. P. one square. 

9. 

B. Q. B. takes Gambit's Pawn. 
ff^. Q. P. one square. 

10. 
B. Q. B. takes K. B. 
fF. K. Kt. takes Q. B. 

11. 
B. Q. to adversary's K. R. fourth square. 
fV. Q. to her K. B. square. 

12. 
B. K. R. to adversary's K. B. third square. 
fV. K. Kt. to its square. 

13. 
B. K. R. takes K. B. P., and 
fV. Has a hopeless game. 
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The Editor is induced to itisert the folhwing four 
GameSy from a conviction tliat they contain several mas* 
terly moves, and that they are eminently calculated to 
enable a Player to judge whether moving Q^een's Bishop's 
Pawn tux> squares be an advantageous deb&t for the 
Second Player, 

These Games are extrcu:ted from a scarce and valuable 
Italian Manuscript, which has been very obligingly com^ 
municated to the Editor by £. Mobris, Esq., M. P. ; m- 
disputably one of the most skilful Chess-players qf the 
present day. 

Tfas Opening is called 

% 

IL GIOCHO SICILIANO. 

1. 

fF. K. P. two squares. 
B. Q. B. P. two squares. 

2. 

IV. K. B. P. two squares. 

B. Q. Kt. to its B. third square. 

3. 

IV. K. Kt. to its B. third square. 
JB. Q. P. one square. 
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20. 

H^. Q. B. to its K. third square. 
B. Q. B. P. one square. 

521. 
}F. Q. B. to its own square. 
B. Q. R. to its K. square. 

22. 
JV. R. to its K. square. 
B. K. B. to its Q. third square. 

23. 
JV. Q. R. P. two squares. 
B. Kt. to its K. B. square. 

24. 
IV. Kt. to its Q. second square. 
JB. Kt takes P. 

Q5. 
W. Kt. to its K. B. third square. 
B. K. Kt. P. two squares. 

26. 
IV. Kt. to its K. R. second square. 
JB. K. R. P. two squares. 

27. 
IV. Q. R. P. one square. 
B. K. R. to its Kt. square. 

28. 
IV. Q. R. P. one square. 
B. Q. Kt. P. one square. 
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29. 
tV. Kt. to its K. B. square. 

B. K. B. P. one square. 

SO. 
IV. Kt. to its K. third square. 
B. Kt. to its Q. B. second square. 

31. 
fV. R. to its K. B. square. 
B, K. B. P. one square. 

32. 
fV. Kt. to its Q. square. 
B. Kt. to its K. third square. 

33. 
ff^. Q. R. to its second square. 
B. K. Kt. P. one square. 

34. 
fy. Kt. to its K. B. second square. 

B. K. B. P. one square. 

35. 
/T. K. R. P. takes K. Kt. P. 
B. K. R. P. takes P. 

36. 
fV. Kt. to its K. R. square, &c. 
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SECOND GAME. 

1. 
IF. K. P. two squares. 
B. Q. B. P. two squares. 

2. 

fF. Q. Kt. P. two squares. 
B. Q. B. P. takes it. 

3. 

ff. Q. P. tM'o squares. 
B. K. P. one square. 

4. 

Ff. Q. R. P. one square. 
B. Q. B. P. takes it. 

5. 

fF. Q. B. takes Q. B. P. 
B. K. B. takes Q. B. 

6. 
fF, Q. R. takes K. B. 
B. Q. Kt. to its B. third square. 

7. 

W. Q. B. P. two squares. 

B. K. Kt. to its B. third square. 



-2 
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8. 
fV. K, P. one square* 
B. K. Kt. to its square. 

9 
JV. K. B. P. two squares. 

B. K. Kt. to its R. third square. 

10. 
JV. K. Kt. to its B. third square. 
B. K. castles. 

11. 
JV. Q. P. one square. 
B. P. takes P. 

12. 
JV. P. takes P. 
B. Kt. to its K. second square. 

13. 
JV. P. one square (to the adversary's Q. third 

square). 
B. Q. Kt. to its K. Kt. third square. 

14. 
JV. Q. to her second square. 
B. Q. to her Kt. third square. 

15. 
JV. Q. Kt. to its B. third square. 
B. K. Kt to its B. fourth square. 
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16. 
W. Q. Kt. to the adversary's Q. fourth square. 
B. Q. to adversary's K. Kt, square, and 
checks. 

17. 

/F. K. to his B. second square. 
B. Q. Kt. P. one square. 

18. 
W. R. to its K. Kt. square. 
B. Q. to adversary's K. fourth square. 

19. 
IV. Kt. to adversary's Q. B. second square. 
B» Rook to its Q. Kt. square. 

SO. 

fV. K. B. to its Q. third square. 
B. Q. takes K. B. P. 

SI. 
fV. Q. takes Q. 
B. Kt. takes Q. 

S3. 
JV. B.. takes Kt. 
B. Q. R' P. two squares. 

£3. 
JV. K. R. to its Q. Kt. square. 
B* R. to its Q, Kt. second square. 
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24. 

W. K. B. to its K. fourth square. 
B. R. to its Q. Kt. square. 

25. 

JV. Q. R. takes Q. R. P. 
B. Q. Kt. P. takes Q. R. 

26. 
W. K. R. takes R. 
B. K. B. P. one square. 

27, 
JV. B. to the adversary's Q. fourth square, and 

checks. 
B. Kt. takes B. 

28. 

fV. Kt. takes Kt. 

B. K. to his B. second square. 

29. 

JV. Kt. to the adversary's K. second ^uare. 
B. B. to its Q. R. third square. 

30. 
JV. R. takes R. 
B. K. takes R., &c. 
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THIRD GAME. 
1. 



fV. K. P. two squares. 
B. Q. B. P. two squares. 



W. K. B. P. two squares. 
B. K. P. one square. 

3. 
W. K.Kt. to its B. third square. 
B. Q. Kt. to its B. third square. t 

4. 
W. Q. B. P. one square. 
B. Q. P. two squares.} 

5. 
fr. K. p. one square. 
B. K. B. to its K. second square. 

6. 
IV. Q. p. two squares. 
B. Q. B. P. one square. 

7. 
JV. K. B, to its K. second square. 
B. K. B. to adversary's K. R. fourth square, 
and checks. 
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8. 

JV. K. Kt. P. one square. 

B. K. B. to its K. second square. 

9. 

JV. Q. B. to its K. third square. 
B. Q. B. to its Q. second square. 

10. 

TV. Q. Kt. to its Q. second square. 
B. K. Kt. to its R. third square. 

11. 

JV. Q. Kt. P. one square. 
B. Q. Kt. P. two squares. 

12. 

IV. Q. R. P. two squares. 

B. Q. R. P. one square. 

13. 
JV. Q. R. P. takes Q. Kt. P. 
B. Q. R. P. takes P. 

14. 

JV. Q. Kt. P. one square* 
B. K. castles. 

15. 
TV. K. castles. 
B. K. Kt. to its B. fourth square. 
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16. 
W. Q. B. to its K. B. second square^ 
B. R. takes Rook. 

17. 
fV. Q. takes Rook. 

B. Kt. takes Q. Kt. P. 

18. 

JV. P. takes Kt. 

B. B. takes P. 

19. 
W. Q. to her Kt. square. 
B. Q. to her R. fourth square. 

SO. 
W. Q. to her B. second square. 
B. B. to adversary's B, third square. 

21. 
JV. K. R. P. one square, &c. 



FOURTH GAME. 



•I. 

tV. K. P. two squares. 
B. Q. B. P. two squares. 
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2. 

JV. Q. Kt. P. two squares. 
B. Q. B. P. takes it. 

3. 

IV. Q. P. two squares. 
B. K. P. one square. 

. 4. 

IV. Q R. P. one square. 
B. Q. B. P. takes it. 

5. 
JV. Q. B. P. two squares. 
B' K. B. checks. 

6. 

IV. Q. B. to it» Q. second square. 
B. K. B. takes Q. B., and checks. 

7. 

W. Q. takes Q. B. 
B' Q- P. two squares. 

8. 

IV. K. P. one square. 
B. P. takes P» 

9. 

/F. K. B. takes P. 

B, Q, Kt. to B. third .square. 
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10. 

W. -K. Kt. to its Q. second square. 
B. K. Kt. to its K. second square. 

11. 
IV. R. takes P. 
B. K. castles. 

12. 

JV. K. castles. 

B. K. Kt. to its B. fourth square. 

13. 

JV. R. to its Q. third square. 
B. Q. R. P. one square. 

14. 

TV. K. B. P. two squares. 
B. Q. Kt. P. two squares. 

15. 

JV. K. B. to its Q. Kt. third square. 
B. Q. R. P. one square. 

16. 

JV. K. Kt. P. two squares. 

B. Kt, to its K. R. third square. 

17. 

JV. K. R. P. one square. 
B. Q. R. P. one square. 
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S. 

W> Q. Kt. P- two squares. 
B. Q. B. P. takes it. 

3. 

W. Q. P. two squares. 
JS. K. P. one square. 

. 4. 

W. Q R- ?• one square. 
3. Q. B. P. takes it. 

5. 
W. Q. B. P. two squares. 
f . K. B. checks. 

6. 
/-Tl Q. B. to it» Q. second square. 
B. K. B. takes Q. B., and checks, 

7. 

W. Q. takes Q. B. 
.p. Q. P. two squares. 

8. 

W. K. P. one square. 
B, P. takes P» 

9. 

/F. K. B. takes P. 

B, Q, Kt. to B. third square. 
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10. 

9F, K. Kt. to its Q. second sqaare. 
£. K. Kt. to its K. second square. 

11. 
/r R. takes P. 
B. K. castles. 

12. 

jr. K. castles. 

B. K. Kt. to its B. fourth square. 

13. 

n\ R. to its Q. third square. 
jB. Q. R. p. <Hie square. 

14. 

JF. K. B. P. two squares. 
B. Qp Kt. P. two squares. 

15. 

n\ K. B. to its Q. Kt. third square. 
B. Q. R. P. one square. 

16. 

/r. K. Kt. p. two squares. 

B. Kt. to its K. R. third square. 

17. 

IF. K. R. P. one square. 
B. Q. R. P. one square. 



) . .- 
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18. 

IF. K. B, to its Q; B. second square. 
B. Q. Kt. P. one square. 

19. 
JV. K. B. P. one square. 
B. P. takes P. 

20. 

tV. K. Kt. P. one square. 
B. Q. Kt. P. one square. 

21. 
IV. K. B. to its Q. square. 
B. Q. to her R. fourth square. 

2S. 

TV. Q. to her K. B. fourth square. 

B. Q. to her Kt. fourth square. 

23. 
fV. R. to its K. Kt. third square. 

B. Q. 3. to its Q. second square. 

24. 

W. P. takes K. Kt. 

B. K, Kt. P. one square. 

25. 

fV. Q. to adversary's K. Kt. fourth square. 

B. K. B. P. one square. 

2G. 
JV. P. takes P. 

JB. K. R. to its B. second square. 
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27. 
fV. K. Kt. to its B. fourth square. 
B. Kt. takes Q. P. 

38. 
fV. K. Kt. takes K. Kt. P. 
B. K. Kt. to its K. third square. 

29. 

w 

IF. Kt. to adversary's K. second square, and 
checks, at the same time exposing the 
King to the Queen's check. 

B. K. to its R. square. 

SO. 

fV. Q. to the adversary's K. Kt. second square, 
and checks, ^or a) 

B. K. Kt. tak^s Q. 

SI. 

IV. K. B. P. takes K. Kt., and checks. 
JB. K. R. tak^s K. B. P. 

32. 
JV. K. Kt. P. takes K. R., and checkmates. 



30. 
(a) fV. Q. to adversary's K. Kt. square, and checks. 

B. Q.R. takes Q. 

31. 

W. R. takes R., and checkmates. 

FINIS, 



James Comptoit, Primer, Middle bireii, 
doth Fair, I^ndon. 
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Printed for and Sold by T. BOOSEY^ 

4, Broad Street, Royal Exchange. 



By the ttfme Author, 
la S folt. 8vo» price I8i Iwirdi^ 

A TREATISE 

ON 

THE GAME OF CHESS; 

CoDtaiaing a Regular System of Attack and Defence: also Nu- 
merous Rules and Examples, teaching the most approved Me- 
thod of playing Pawns at the End of a Game. To which is 
added, a Selection of Critical and Remarkable Situations, won 
or drawn bj Scientific Moves. 



Alio, jHit PublMed, 

In ISmo, 7t 6d boardt, 
AN 

ORIGINAL JOURNAL 

FROM 

LONDON TO ST. PETERSBURGH, 

By Way of Sweden ; and, proceeding from thence, to Moscoh*, 
Riga, Mictau, and Berlin : with a Description of tlie Post 
Towns, and every Thing interesting, in tlie Russian and 
Prussian Capitals, 6cc. To which are added, the Names, Dis- 
tances, and Price, of each Post; and a Vocabulary of the 
most useful Terms, in Englis!i and Russian. 

BY GEORGE GREEN, ESQ. 
Many Years resident in Russia. 



Juit publiilied, In 2 handioine Tolumei, crown 8ro» on very fine paper, 

price 1/ U in boardi, 

THE 

HISTORY 

OP 

CHARLES THE GREAT AND ORLANDO, 

From the Latin of Abp. Turpin, in Spanhciin's Lives of 
Ecclesiastical Writers ; together with the most celcbnitc<l 
Ancient Ballads of the Twelve Peers of Fniuce, men- 
tioucd so frequently in Don Quixote^ taken from a very 
scarce Volume in S|)anish in the Possession of the Editor, 
with English Metrical Versions, 

By THOMAS RODD. 

' Mr. Rodd Im^ tranflaud into F.ngli^h prose the I<ntiu chronicle uf 
Tarpin which wan preserved by S^anhcira; and into English verse, the 
Flower uf the B«ilUd'« relating to the T^velve Teers i»f Franee. We np. 
prove the plan of the work, and winh th»t it may suggest to Mime fninre 
AriO!»tua pneni worthy of the reiiotMi of the champions introduccd/"- 
Mtiiith'y Rriias Rnlargcdt FA, 1813. 

* We feel greatly obliged to Mr. Rodd for thii* eompllalton and trans- 
lation. The work ha9 many a»es. The ^tory from Arehbishop Turpui, 
MiQws from how .small a source \\a^ flowed the beautiful stream of Ilaliau 
i«>nmntic poetry. As an illustration of Don Quixote, the Unllads ant of 
Kieat value. They have in themselves the uiideM:ribable f;racc of an- 
tique simplicity ; and the coUoratiou of the original .Spani'«h with the 
Knjjlish translation, will make the book of great use to jho»«> "vrho Htudy 
the language «if that interesting couiiU*u— *««^ *»f ibt- Bnl>.ul» iriU be 
found iiiterentiug. ^fj, Rir-*^ ^(^» ^be merit of aUlicring very faithfully 
to bis original, and each Ballad &eparaie!y m.iy be read Miili pleasure.'.. 
BritiihCniicJ^riktijUr, 1C12. 

" Ac a period when every antiquated compo.'fition is recommended to 
public attention as the only object worthy of pcrusiil or respect by 
people of ta»te, it is not surprizing that Mr. Rodd should brin;; forward 
the History of Charlemagne and these ancient Spanish r>allucl.s. An.i- 
lo.^ous events also, a much belter reason, saurtiou their publiuntion ut 
the present crisis.- ~-OnG of tbeirnicrit>, and it i'« not a sn.iil our, i:» 
their furnishing the be-^t illustrations of 0bn Qui\ote ; many of tlicm 
are ofien Mlluded to in that work, and the allusions coii<equvnt!y camsoi 
be comprehended without *»ume knowledaeof llie>-orc'A-(:r/icc5. Sneii ii e.>t* 
lection of old Bullads is not iin unprotilable companion to a hisfuiiin • 

to the student uf manners they are ineittsmable. The iianMntion i-, 

iiideed« so literally eoirect, that it itmy bo iise>l by MiiJenli of the 

Spinish, as u guide in tran^nlating The uOiuiretH of Don 

iluixoie't adventures, that i.'i, all H ho read them, mu>t I'cel gratefrl to 
the translator for the publication of these volumes in Spanish and I'-uc - 
litili. They are correctly and neatly printed, and are in every ret-p' ec 
liighlv creditable to the editot's taste and tal«nts.'-—.4nr(trut/#;/t /.V.u:.; 



